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inal Fantasy X is a role-playing game during During the course of your journey, your teammates will 
the course of which you will experience develop into a formidable party of fighters, provided that you're 
numerous adventures, and fight many battles, familiar with the basics of the game. 


as you travel around its fantastic world. 


Basic rule: left hand to steer, right hand to confirm 

You can use your directional buttons or left analog stick to move your character and to move the 
cursor within menus. Most actions are triggered by pressing the @® button (examine, open, talk, 
confirm, etc.) 


Battle: practice makes perfect 

Your characters do battle using a sophisticated system of turns. Just check which options are 
available to you in any given situation by using your directional buttons to scroll left, right, up or 
down. Keep an eye on the little info messages, which will appear at the top left of the screen. As 
long as you don't press @® to confirm an action, you can cancel at any time using ©. ® allows 
you to defend yourself, and you can use CD to switch one of your active battle characters with 
one on the sidelines (this does not count as a turn!). 


Save Spheres: better safe than sorry 

It is advised that you stop if you see any blue glowing spheres. You can press ® to save your 
game at these Save Spheres, and even if you use © to abort the save process, any lost HP and 
MP will be restored. 


Equipping yourself between battles 
You can use ® to access the main menu. This allows you to change your equipment, use items or 
abilities to heal injured members of your party, determine your battle formation, develop characters 
on the Sphere Grid and much more. 


Developing characters: the Sphere Grid 

You can access the Sphere Grid from the main menu. There, you can invest any AP that you have 
earned (these could be described as ‘experience points’) and Spheres which youve collected into your 
characters’ development. Remember to consider each action carefully, to prevent having to backtrack 
at a later date. 


Keep your eyes open! 

Take a look at the top left corner of your screen: you'll see a map with a red arrow pointing you in 
the right direction. Entrances and exits are marked by green squares, while Save Spheres are 
shown in white. You'll also find that the numerous on-screen displays make life a lot easier. Keep 
your eyes peeled for the useful info messages which will appear at the top of the screen during 
batttles. You may find the tutorials useful as they offer interactive tuition as you play. Don't be too 
quick to press © and cancel the tutorial text: the information may come in handy later on… 
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HOW 


BUTTON=CONFIGURATION 


TIPS 
emember that the functions of your controller You can carry out a "soft reset“ by pressing GARD, GELECD, 
buttons depend on your current mode. In CD, , @Ì and @Z simuitaneously. This will reset the 
addition, some functions will only become current game and returns you to the Intro (which you can skip 
available later on in the game. using GARD). 


Small things matter: useful information and Help messages 
are displayed on-screen in the menus, on the Sphere Grid and 


during battle. 
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ince your adventure will become increasingly dangerous, it is 
important that you adapt your characters to ensure that they are more 
suited to the hazards ahead. You can carry out these and other 
character-developing tasks in the main menu and sub-menus. 


THE MAIN MENU 


You can use ® to access the main menu and from there 
you can access all the sub-menus. 


All current members of your party are listed on the left-hand 
side of the menu, and are sorted according to battle sequence. 
Next to the name, you'll see the character's current HP and 
MP; the figure to the right of the backslash refers to their 
current maximum levels. 


At the lower edge of your screen, your total playing time, your 
Current cash reserves and your current location are displayed. 
The sub-menus are listed to the right of the screen. Some 
menus are unavailable at the start of the game. However your 
options will increase during the course of your adventure. In all 
menus, you will see Help messages at the top of your screen. 


SPHERE GRID MENU 
Characters can increase their levels and acquire new skills on 


the Sphere Grid. Take a look at the Sphere Grid section on 
page 11 to find out more 


ITEM MENU 


Use or sort your equipment, or take a look at the Key Items 
which you've found during your journey. 


Here you can browse through the 
items you've collected as well as 
seeing how many items (shown 
in white) can be used directly 
within the menu with the Use 
command. For example, you can 
heal your characters between 
battles, sending them into combat with optimum strength. Sort 
allows you to sort items manually or automatically, ensuring that 
you always have a clear overview of them. 


If you want to sort your equipment manually, you'll be provided 
with information on each selected object. At the top left you'll see 
which character can equip the equipment; next to that you'll see 
his/her current levels and the equipment s/he's presently 
carrying, as well as any associated abilities. At the bottom right 
of the screen, you'll see the abilities associated with the selected 
object. However, you can only switch your equipment in the 
Equip menu (or during battle). 


/ | 


Key Items will list the items in your possession which you cannot 
use or equip, but which are valuable nonetheless. Take a look at 
the Items chapter to find out more about items and their abilities. 


| 8 are eight of them in all, the 


| ABILITY MENU 
Use a character's special abilities. 


You can use this sub-menu to view or use your characters 
Command Abilities (which should not be confused with items’ 


Auto Abilities). The abilities EE 


highlighted in white are currently 

available. For example, Yuna can 

heal your party between battles. 

You'll find a list of all the abilities 

in the Command Abilities 

OVERDRIVE MENU 

View the Overdrive techniques which your characters have 
mastered and change their Overdrive Modes. 


section (see pages 16-17). 


First, select a character and see which Overdrive techniques 
are currently available to him or her. As usual, you'll find that 
brief Help messages will appear at the top of the screen. 


You can use Set Mode to determine the conditions under which 
a character's Overdrive gauge 
will be filled. The current Mode is 
shown next to the Overdrive 
gauge in the Mode field. More 
information on Overdrives is 
available from page 24. 


EQUIP MENU 
Increase your efficiency by 
changing weapons and armour. 


( À 
characters picture, you'll see a list 
of his/her current equipment, and 
to the bottom right you'll see any 


Select a character. Next to your 

associated abilities. Press 69 to see all weapons or armour 
available to the character in question, including their associated 
abilities. Now you can either select new equipment or retain the 
existing equipment. The armour list includes an empty field: if you 
select this, the character will unequip his or her armour. 


STATUS MENU 


Take a look at your characters’ 
attributes and the abilities 
acquired to date. 

You'll see the selected 
characters most important 
attributes and equipment at a 


glance. Press ® to see the Auto Abilities; these are weapon- 
dependant and only have an effect if the weapon in question is 
equipped. Press ® again to see the Command Abilities (skills, 
specials, White and Black Magic) which your character has 
learnt on the Sphere Grid. Take a look at the Important Terms 
section on page 9 for information on terminology. 


AEONS MENU 


Everything you need to know 
about the aeons found to date, 
as well as their attributes and 
abilities. 


First, all aeons are listed (there 


Magus Sisters counting as one aeon). Select one of the 
creatures and use 6) to confirm your choice. The following 
screen will show detailed attributes, special attacks, Overdrive 
techniques and the current Overdrive gauge level. ® allows 
you to first view the aeon's abilities, followed by the creature's 
skills, specials, White Magic and Black Magic. 


Use © to return to the previous menu; you may have to press 
© twice to access the Abilities and Attributes from the Status 
display. Also bear in mind that some menu options will only 
become available after you have reached certain points in the 
game. You can teach the aeons new abilities and increase their 
attributes. The procedure in both cases is identical: to the left, 
you'll see the abilities or attributes (as always, you can only 
select those highlighted in white), and to the right you'll see the 
necessary items. The first figure indicates how many you 
currently have, while the second figure indicates how many will 
remain following the action. Use ® to confirm your selection. 
Consider your decision carefully — all changes are permanent… 


FORMATION MENU 
Vary your battle formation. 


The three characters listed at the 
top will automatically be the first 
three to take part in the next 
battle, The characters listed 
below must be sent into battle 
by pressing CD during combat. 
If you want to change the formation and give one of your three 
heroes a rest, just select the character in question and press 
®. Now select the character you want to send into battle in 
their place and press ® again: changing your battle formation 
is that simple! Incidentally, it makes no difference whether a 
character occupies the first, second or third position. 


GCUSTOMISE MENU 
Customise and improve your weapons and armour. 


Auto Abilities are indispensable 
during battles and depend on 
the weapon or armour with 
which your character is 
equipped. Up to four Auto 
Abilities can be assigned to 
each piece of equipment, 
provided the equipment in 
queston has enough free ability slots. 


Any armour or weapon to which you can assign new Auto 
Abilities is highlighted in white, while existing abilities and 
available capacity are shown at the bottom right. Once you've 
selected the item of equipment to be altered, just press ®: 
the potential Auto Abilities will be listed. Take a look at Item 
Cost to see which items you'll have to use. The first figure 
indicates how many you currently have, while the second 
figure shows how many will remain after the action in question 
is carried out. 


Press ® to confirm your selection. Incidentally, the name of 
the upgraded equipment may change. For example, if you 
assign the abilities Strength +3%, Strength +5% and Strength 
+10% to Variable Steel, it will be transformed into a Knight 
Sword. If you then decide to add Strength +20%, the Knight 
Sword will become a Master Sword. 


CGONFIG MENU 


Adapt the game to your 
requirements. 


Sound 
Choose between Stereo and Mono sound output. 


Subtitles 
Switch the dialogue subtitles on or off. 


Names 
Select (ON) to see the name of the person speaking during a 
dialogue sequence. 


Cursor 
Select Memory to indicate automatically your most recent 
menu selection during battle mode. 


Help 
This allows you to view useful information during battles. 
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Aeons 

If you want to savour every second of animation when an 
aeon appears or performs an Overdrive, you should select 
Default. If you only want to enjoy the full experience the first 
time they appear, select Short. 


Map 
You can decide whether or not the map of your surroundings 
is displayed during the game. 


Vibration 
You can switch your DUALSHOCK®2 Analog Controller's 
vibration function ON or OFF. 


HELP MENU 


This menu offers useful 
information on Basic Controls, 
Basic Terms and Reference. 


IMEORTANT STIENS 


hd f you take a look at the Final Fantasy X 
menus, you may see a few terms which are 
i not quite clear at first glance. The following 


information should enable you to find your 
way through the terminology jungle! 


Ability 
See Auto Ability and Command Ability. 


Accuracy 

Accuracy affects the probability of your character attacking 
successfully. The higher the figure, the more accurate your 
character (to a maximum of 255). 


Agility 
The higher the Agility, the shorter the interval between two 
actions: thus, agile heroes can eliminate more of their 
opponents before the latter have a chance to defend 
themselves! 


AP (Ability points) 
A character is rewarded with AP for participating in (and 
surviving!) a successful battle. 


Armour 
This refers to objects such as rings, as well as conventional 
armour or items of clothing. 


Auto Ability 
Auto Abilities are attributes or abilities inherent to specific 
weapons or items of armour. They do not require MP. 


Command Ability 
Umbrella term referring to White Magic, Black Magic and 
Skills. 


CTB window 

Take a look at the top right of your screen during battie: you'll 
see the attack sequence of all participants. The letters 
represent your opponents. The sequence may change 
depending on the course of the battle. 


Defence 
This figure reduces the damage inflicted by physical attacks. 
The maximum Defence level is 255. 


Evasion 
The Evasion figure determines your chance of evading a 
physical attack. The maximum figure is 255. 


Gil 
This is the unit of currency in the world of Final Fantasy X. 


HP (Hit points) 

A character's stamina points. If the figure drops to O, the 
character is KO'd and must be revived using magic or items. 
one of your characters has lost 50% of his/her HP. s/he'll be 
weakened (you'll see that the HP display turns yellow). You 
can gain extra HP on the Sphere Grid. The maximum level is 
9999; this can be increased to an impressive 99,999 with 
Break HP Limit! 


Luck 

The higher your Luck figure, the greater the probability of 
landing physical hits and Critical Hits. The maximum level is 
255. 


Magic 

The Magic figure determines the damage inflicted by magic 
attacks, as well as the healing power of magic. The maximum 
level is 255. 
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Magic Defence 
The higher this figure, the less damage will be inflicted on a 
character by magic attacks. The maximum level is 255. 


Mode / Overdrive Mode 
During the course of the game, you can determine the mode in 
which a character's Overdrive gauge is filled, 


MP (Magic points) 

Most Command Abilities require MP in order to be used. 
Those characters who use a lot of magic should have plenty of 
MP at their disposal, in particular Yuna and Lulu at the start of 
the game. Extra MP can be gained on the Sphere Grid. The 
maximum figure is 999, but this can be increased to 9999 
with Break MP Limit. 


Next 

The figure shown after this Status display indicates the amount of 
AP required by a character in order to increase his or her S, Lvl 
(see below). 


Node 
This refers to the Sphere Grid fields that can be activated using 
Spheres. 


Overdrive 

With a full Overdrive gauge, characters and aeons have more 
powerful attacks or actions at their disposal — take a look at 
the Overdrive section to find out more. 


S. Lvl (Sphere Level) 
The Sphere Level indicates the number of Sphere Grid nodes 
through which a character can move. 


S.Lvl Up 
This message is shown when a character's S. Lvl increases. 


Skill 
This refers to a specific skill that a character can use in battle. 
The use of skills consumes MP. 


Special Attack 
These are individual techniques used by aeons. Take a look at 
the Characters chapter for more information on aeons. 


Sphere 

Defeated opponents leave various types of Spheres in their 
wake; your characters can use these on the Sphere Grid. You 
can also use the Spheres to customise your equipment. 


Sphere Grid 

You must do more than simply defeat monsters if you want to 
increase your characters’ levels. Your Sphere Level determines 
the distance you can travel on the Sphere Grid. Depending on 
the Sphere in question, you can also activate various Nodes. 
As well as improving your basic character attributes, this 
allows you to acquire new skills and magic. 


Strength 

This figure determines the amount of damage which a 
characters physical attacks can inflict. The maximum level is 
255. 


Weapon 

The term weapons does not simply refer to swords or lances, 
but also includes objects such as Lulu's dolls or Wakka's 
balls. See the Items chapter for more details. 


ACTIONS 


Tr 


EXAMINING YOUR SURROUNDINGS 


You should always examine your surroundings carefully. Press 
® to have your character take a good look around — any 
relevant information will be displayed at the bottom of your 
screen. When looking around a particular area, it may be a 
good idea to keep pressing 6: that way you don't have to 
worry about missing anything! 


ADDRESSING PEOPLE 


During the course of your adventure you'll come across 

many people who will be more than happy to chat with you. 
They!ll reveal a wealth of information from the fascinating to 
the mundane. and some generous people will even present 
you with various items. It's always a good idea to err on the 


he ®-button is used to execute almost all game actions. You're better off 
pressing the button too often than too seldom, especially when exploring. 


@® can also be used to open 
any treasure chests lying 
around, You simply lift the lid 
and remove the contents. They remain open, so you won't 
waste time examining chests which have already been 
ransacked. “Finders keepers" is the rule in the world of Final 
Fantasy... even in foreign towns or other people's houses! 


RT 


side of friendliness! If you 
want to have a word with 
someone, just position 
yourself next to the individual in question and press ®. 
Press ® again to speed up the dialogue. 


SAVING 


You'll have to track down a Save Sphere if you want to save 
your current game. These blue Spheres are pretty rare, so your 
best bet is to save your game 
whenever you happen to see 
one. Just stand in front of the 
i Sphere and press ®. Select 
s Save and confirm your 
decision. Now select one of 
the two MEMORY CARD slots 


AGCOQUIRING EQUIPMENT 


lts important to equip your characters as well as possible — 
after all, you don't want to send them into battle helpless! You'll 
find a complete list of equipment in the Items chapter. Certain 
items of equipment are literally lying around on the ground, 
albeit concealed in chests. Other weapons and pieces of 
armour can be bought in shops. Take a look at the Walkthrough 
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Make sure you've already inserted a memory card (8MB) (for 
PlayStation®2) with at least 64 KB of available memory in one 
of the two slots. Either select a free save slot or overwrite an 
old one. 


One memory card will store an impressive 99 Final Fantasy X 
save games. But remember: the more save games you save onto 
a memory card, the longer it will take to load or save a game. 


to find out where you can buy which items. If your funds are 
low or you want to have a good clear-out, just sell your unused 
equipment to a shop. Of course, you won't get as much for 
second-hand equipment as you paid for it. Take a look at the 
tables in the Items chapter to see the exact prices. 


EQUIPPING YOUR WEAPONS AND ARMOUR 


Take a look at the Equip menu section on page 8 to find out 
how to equip and change weapons and armour. If you want to 
make swift work of an opponent, you can also change your 
equipment in the middle of a battle, but bear in mind that this 


uses up a full game turn. Note 
how the CTB window changes if 
you select Weapon or Armour 
instead of Attack. 


THE SEHNRE GRID 


ou'll have to develop your characters on the 
Sphere Grid. If you're playing Final Fantasy X 
for the first time, we recommend the Standard 
Sphere Grid. More experienced players may 


THE SCREEN 


prefer the Expert Sphere Grid. During the game, you can only 
utilise the Sphere Grid following the events on the Salvage Ship 
— take a look at page 51 in the Walkthrough for more details. 


Help display 
Important information about the currently 
selected Node. 


Sphere Level 
The S. Lvl indicates the number of steps 
you can still take on the Sphere Grid, 


Current position 
Shows the Node that your character is 
currently occupying. 


Current character 
This is the character you've selected, 


eg Selection 
You can decide whether you want to 
leave or activate Nodes. 


Marking circle 
Move this cursor if, for example, you want 
to set a new target for your character. 
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SPHERES 
You'll need Spheres to activate the nodes and unlock the 
relevant abilities/attributes. If Key Locks are blocking your way, 


you'll need the rare Key Spheres which allow one of your 
heroes to penetrate another characters sectors and learn 


completely new abilities. Spheres can be obtained by defeating 
(or bribing) monsters, talking to people or rummaging around 
in treasure chests. There are many different types of Spheres 
which have different effects on the Grid! 


Red Ei Activates increases. ‚Purple Converts empty Node into: 
Abiliy Sphere _ | Abilities Kara Sphere [Aarag +4 
Fortune Sphere _ | luck Agliey Sphere |Agliy +4 
Mana Sphere __{MP, Magic and Magic Defence Defence Sphere | Defence +4 
Power Sphere __|HP, Strength and Defence Evasion Sphere —_ [Eason +4 eN 
Speed Sphere | Agilty, Evasion and Acauragy Ei HP Sphere HP +300 
lek piere lek 
vellow Activates Magic Def Sphere _ | Magic Defence +4 
[Auriure Sphere _ | Auributeingeasing Node already activated by another character eren geen 
Blk Magic Sphere | Bad Magic Ahiy Node already achated by ander characer aid E 
Master Sphere __|Aay Node, regardless of location and acai Strength Sphere |Stregh +4 
Skil Sphere {SN Nede already activated by another character Ne 
Special Sphere __\Specal Abliy Node already actvated by another character Blue ah ESES 
Wit Magic Sphere White Magic Node already aaivaed by another character [oer Sphere Node which has already been activated T 


‚Black Opens: £ Pale Purple _„Enables j S jump to 

Lv. 1 Key Sphere [Lv 1 Key Lock Friend Sphere _ [Node on which another character is located 

Lv. 2 Key Sphere {Lv 2 Key Lock | Return Sphere _ | Any Node already activated by the current character 
Lv. 3 Key Sphere |Lv 3 Key Lock Teleport Sphere _|Any Node already activated by another character 
vd Key Sphere {Lv 4 Key Lock Warp Sphere _ {Any Node 

DEVELOPING GHARACTERS 

1st step Sth step 


Your characters are rewarded with Ability Points — AP — 
following victory in battle. Some monsters also leave 
Spheres behind on the battlefield. Ability Points increase a 
characters Sphere Level. 


2nd step 
Go to the main menu and use ® to select the Sphere Grid 
menu; then select a character. 


3rd step 
You will now see a close-up of the Sphere Grid section on 
which your character is 
currently located, You can use 
@@ and @2 to tilt the Grid, and 
you can zoom using 


Ath step 

Press ®. In the new window, select Move to move your 
character; you will see that 
accessible Nodes are 
highlighted. You can enter one 
new field per Sphere Level, or 
you can cross four activated 
fields. Press ® to confirm 
your decision. 


If you are on or directly beside a Node which has yet to be 
activated, press @®. Now select Use in the new window. 
Another window will open, displaying a list of your Spheres. 
The available Spheres are highlighted in white. You can use 
certain Spheres to transform empty Node fields into 
activated ones, whereas others can be used to activate non- 
adjacent Nodes. 


6th step 
Select a Sphere type. Press ® to confirm your decision or 
© to cancel. 


7th step 

The Node field has been activated and your character has 
learnt a new ability or increased an attribute. You'll now see a 
small coloured mark next to the field (see the Colours on the 
Sphere Grid section). Either continue or press ® to view 
your character's status. You 
can use CD and @D to switch 
to other characters or press 
© to return to the main 
menu. 
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COLOURS ON THE SPHERE GRID 


At the start of the game, some Nodes are not activated and are therefore grey. A Node 

will light up once it has been activated. However, if you switch to another character, the rIDUS 
field will be coloured grey again, since it has not yet been activated by the relevant Ri 
character. Each Node has seven small squares arranged around it. If one of these lights 

up, you'll be able to see which character has already activated the node in question. The 


following colour code ís used to denote the various characters: YUNA 

AURON = 
TIPS 
Rather than hoarding your Sphere Levels, use them to teach your characters new abilities KIMAHRI 


quickly or to increase their attributes. 


Save your game before entering the Sphere Grid. If you happen to make a mistake, you 
can simply reload your previous game status. WAKKA — 


A little forward planning always makes sense: plan your route before you set off so you 
don't waste AP going back. The overviews from page 14 on will come in useful when LUL 
planning your route, especially if you're negotiating the Expert Sphere Grid. 


RIKKU 


NODES AND SPHERES 
You'll need Spheres to activate Nodes as you Symbol, Node Spheres required , Spheres if already activated 
come across them, even if they've already been î à 
activated by a different character. The increase @ | Hp Power Attribute 
increments will remain the same. However, if the f 
Node was originally activated by a Purple Sphere, @ Strength Power Auribute 
the increase will always be 4 attribute points, 300 
HP or 40 MP. €) [oee Power raar 
| MP | Mana Attribute 


For example; you'll need a Power Sphere to 
activate an HP Node. Take a look at the 5 heel 
information on the Sphere Grid pages: you'll see (@) | hage | Van | à 
that the increase will always be 200 HP unless 


É Magic Defence | M Aetrib 
the Node was originally activated using a Purple en ef 26 eed 
Sphere, in which case the HP. will now increase @) | Agily | Speed | Atribute 
by 300 points. 

Evasion Speed Attribute 
Re 
Luck | Fortune | Aribute 
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ORREEAME 


here are two ability catego Auto Abilities can be assigned to weapons and, 
armour, while Command Abilities arg skills and spells which a &haracter can 
learn and use. For details on the Auto Abilities, please refer to the tems chapter. 


SKILLS 


Skills are employed in battle, and they use up MP. Rather than just inflicting damage, they 
influence your characters attacks and trigger an e on an opponent. 


Ability MP_ Effect on your opponent 

Sleep Attack 5_| Medium probability of the Sleep status efect (three rounds) 

Silence Attack Medium probability of the Slence status efect (three rounds) 

Dark Artack Hedium probability of the Darkness status efect (three rounds) 

Sleep Buster Very high probably of the Sleep status effect (one round) 

Silence Buster Very high probability of the Silence status efect (one round) 

Dark Buster Very high probably of Darkness status effect (one round) 

Zombie Attack Chance of inficting the Zombie status effect 

Triple Foul Chance of inflicting the Sleep, Silence and Darkness status effects 

Delay Attack Your opponent will drop slightly in the CTB window 

Delay Buster Your opponent will drop far down in the CTB window 

Power Break Power Break status effect — lowers an enemy's Strength 

Magic Break Magic Break status efect — lowers an enemys Magic 

Armour Break Armour Break status effect — lowers an enemy Defence and nullifies Armoured 
Mental Break Mental Break status efect — lowers an enemys Magic Defence 

Hug Stals an item and inficts damage - however, the probability of success (initially 100%) is halved after each successful robbery 
Quick Hit Aerack quickly with a very short recovery period 

Extract Abligy Makes an enemy drop Ability Spheres 

Extract Mana Makes an enemy drop Mana Spheres 

Extract Power Makes an enemy drop Power Spheres 

Extract Speed Makes an enemy drop Speed Spheres 

Nab Gil 30 | Steals Gil (see Secrets chapter) 

Full Break 99 | _Armour Break, Magic Break, Mental Break and Power Break status effects 


SPEGIAL 


Special abilities are battle actions which generally only inflict indirect damage on your opponents 
Only a few Special abilities require MP. 


Ability MP Effect 


Steal =| The charaaer steals an item. The iniial 100% probability of suces is halved after each succsfl robbery 
Use =| The daracter uses special tems. 
flee - | Al characters lee the battlefield (not always possible) 
Pray MI characters” HP are partial restored 
Cheer AL characters” Strength and Delence are increased by | paint, or by up to 5 through repeated use 
him A characters” Accuracy is increased by 1 paint, or by up to 5 through repeated use 
fous Ml characters’ Magic and Magic Defence are increased by | point, or by up to 5 through repeated use 
Reflex «|A characters’ Evasion is increased by 1 point, or by up to 5 through repeated use 
Luck - | Al characens' Luck is increased by | point, or by up to 5 through repeated use 
ine |A opponents’ Luck is reduced by 1 point, or by up to 5 through repeated use 
Lancet The character draws HP and MP from am opponent and absorbs them for their own benefit Kimahri an learn new Enemy Skils 
P Guard «| The character draws all physical atacks onto himself until the next turn 
Sentinel he character inercepts all physical attacks on your party until the next turn and the damage is als halved 
B Spare Change | - | The character hurls (up to 100,00) Gi at an opponent. This inficts damage equal to 10% of the Gi amount thrown 
Threaten he character inficts the Threaten status efect on an opponent 
Provoke The status efect Provoke is inflcted on an opponent 
Entust he character can donate ther current. Overdrive gauge level to one of their teammate 
Copyat The character imitates the action of the previous character. (No Overdrive, Summan or replacement of Equipment rem only used il stil presen) 
Doubleaast he characer casts two consecutive Black Magic spelks (as long as they have sufficient MP) 
Bribe | An opponent is brbed wh GI to leave bate and wil give ou iens. The amount is determined by your opponents HP See page Monsters chapter for more deva 
Pier Gil Your character steals Gil from an opponent (see Secrets chapter) 
Quick Pockets {TO | The “Nem” Command can be used with à short recovery phase. 


WHITE MAGIG 
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White Magic refers to non-offensive spells-used (among other things) to restore HP-and trigger or 
lift status effects. White Magic uses up MP; certain spells can be used"between battles 


Ability _MP_Affects 
Core 4 |A character or opponent 
Cura [10 } Avcharater or opponent 
Gr 0 opponent 
NulBlze \ 2 | Al characters 

NulShok | 2 | Al chara 

Nulde | 2 | Al daraaen 

Nolfrost Al characters 

San {| 1 {A characer or opponent 
Esuna A character or opponent 
life | A character or opponent 
Fuif characer or opponent 
Haste |A character or opponent 
Hastega AI character 
Slow 12 | A character or opponent 
Somga 20 | Al characers or opponents 
Shell [10 | A character or opponent 
Protect | 12 | A characer or opponent 
Redect | 14 | A character or opponent 
Dipel 12 |A character or opponent 
Regen | 40 | A character or opponent 
Hoy 85 | A characer 
huto-life _\ 97 | A character or 


or opponents 


ponent 
ponent 


„BLAGK MAGIG 


Effect 
HP healing (weak) 
HP healing (medium) 
HP healing (strong) 
Nullaze sas efect — each character wil be immune to one Fie attack / Fire spel, regardless of spel! strength 
NulShock status effect — each character will be immune to one Lightning attack / Thunder spell, regardless of spell strength 
NulTide status effect — each character will be immune to one Water attack / Water spell, regardless of spell strength 
NulFrost status effect — each character will be immune to one lce attack / Blizzard spell, 
| Shows detailed data on the character or opponent in question 
L 5 effects: Sleep, Silence, Darkness, Poison, Petrification, Berserk and Confuse 
Lifts the KO status effect and restores 50% of HP 
Brings a KO character back to Kie and fully restores HP 
Haste status effect 
Haste status effect 
| Slow status effect 
Slow status effect 
| Shell status efect 
Protect status effect 
| Refiect status effect 


zardless of spell strength 


je Shell, Protect, Reflect, ak, Mental Break, Ma Armour Break 
| Regen status effect (10 rounds) 
Inflias Holy damage 


Auto-life Status effect 


Offensive Black Magic spells can sometimes fell an opponent with a single blow. When using 
Black Magic— which almost always uses up MP — bear in mind your opponent's elemental 
characteristics so that you can select the most appropriate spell. 


Ability _MP_Affects 

Fie 4 |A character or opponent 
Fia |_8 | A character or opponent 
fig 16 
Thunder _| 4 | A character or opponent 
Thundara | 8 | A character or opponent 
Thundaga | 16 | A character or opponent 
Water 4 | A daze 
Watera | 6 | A character or opponent 
Waterga | 16 ponent 
Blizzard 


A character or opponent 


ponent. 


À character or o 


|_4 | A character or opponent 
Blizzara 8 


A charader or opponent 
Blazaga | 16 | A character or opponent 
Bio 10 |A character or opponent 
Deni___| 32 | Al characters or opponents 
Death 0 ponent 
Drain | 12 | A characer or opponent 
Osmase A dharacer or opponent 
Hare {54 | A character or opponent 
Ultima 90 | Al characters or opponents 


Effect 
Causes slight Fire damage 

| Causes medium Fire damage 
Causes heavy Fire damage 

| Causes sight Lightning damage 
Causes medium Lightning damage 

| Causes heary Lighting damage 
Causes slight Water damage 

| Causes medium Water damage 
Causes heavy Water damage 
Causes slight kee damage 
Causes medium Ice damage 
Causes heavy Ice damage 
Poison status effect 

| Reduces HP by 25% 
KOs 2 cha 


| Drans 


cter outright 
characters own HP level is restored by the corresponding amount 
Drains MP; the character’ 
| Heavy non-elemental damage 


Heavy non-tlemental damage 


yn HP level is restored by the corresponding amount 


0} 
z 
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SOME INTERESTING GOMBINATIONS 


OF GOMMAND AND AUTO ABILITIE 


Magic Booster and One MP Cost 

Magic Booster increases the effect of a spell, but it uses up a 
double dose of MP. One MP Cost reduces the cost of using a 
spell to 1 MP. Therefore, if used in combination, each spell 
costs 2 MP — which is trivial in contrast to the normal double 
cost of a Holy spell for example (194 MP)! 


Alchemy and Auto-Phoenix 

If one of your characters has been knocked out, s/he can be 
revived using Auto-Phoenix: your hero will wake up with 50% 
of his or her total HP. Alchemy doubles the healing effect, so 
your character's HP will be restored to 100%. In contrast, the 
maximum healing effect of a Phoenix Down is 9,999 HP! 


uring the course of the game, Yuna can gain 
control of up to eight aeons, three of which 
cannot be found without going a little off the 
beaten track… 


AEONS IN BATTLE 


If you select Yuna's Summon, all known aeons will first be 
listed (take a look at the Aeons section in the Characters 


chapter for more details). Once you've selected an aeon, the 
creature will fight alone. Select Dismiss to recall an aeon and 


send your characters back into battle. 


An aeon will vanish once its HP drop to O and your 
Characters will automatically return to the fray. It will now 


REQUIRED FOR R 


RES 
Aeons cannot use healing spells at the beginning, so it might 
be a good idea to teach them Cura or Lancet as soon as you 


Provoke and Counter variants 

Provoke ensures that-a monster will only attack the character 
who casts it. Counter boomerangs opponents’ attacks back 
onto them (as does Magic Counter). In combination with Evade 
& Counter, this is particularly useful when battling Behemoth 
King. Allowing you to evade and counter his physical attacks 
fully. To make matters even better, your opponent will be unable 
to use his Meteor counter attack when he's been defeated 


First Strike and Flee 

Feel like avoiding battle? This combination ensures that your 
hero has the first turn; you can then use Flee to run away from 
the encounter. Bear in mind, however, that it is not possible to 
Flee from all battles. 


take some time for the aeon to recover. You can speed up 
the process by using a Save Sphere to heal your party (see 
page 5), or by having them 

spend the night in appropriate Lid : 


lodgings. Otherwise, keep Valefor 8 
fighting battles and let time Urie n 
take care of matters. Ixion 0 

Shiva 20 

Bahamut ri] 
Yojimbo u 
bete Ee 4 
EGENERATION gsm 30 


aeons cannot revive themselves when they are KO'd. However, 
they may come in useful if you want to cast them onto an 


are able to. Hastega is useless since aeons always fight alone, opponent affected by the Zombie status effect (see page 22). 


and there's not much point teaching them Life or Full-Life since 


DEVELOPING AEONS 


You'll have to be in possession of the Summoner's Soul if 
you want to teach aeons abilities. You'll obtain the 
Summoner's Soul after fighting Belgemine in Moonflow (see 
page 90) or in Remiem Temple (see Secrets chapter). If you 
want to increase their attributes, you'll need the Aeon's Soul, 
which you'll receive after fighting Belgemine in the Calm 
Land (see page 119) or in Remiem Temple (see Secrets 
chapter) 


|ABILITY COSTS 


pecial 


‚Jem required | Ability ltem required 
| Sleeping Powder 3 Pray | healing Water 25 
| Silence Grenade 23 Cheer | Power Sphere x5 
| Smoke Bomb xó him Speed Sphere x5 
Sience Grenade x10 foas [ana Sphere x10 
Sleeping Powder x10 Refier Speed Sphere x10 
\smake Bam 212 Lude Horte Sphere 1 
Holy Waer 299 ja fortune Sphere 2 
Sl Sphere Lancet | Sool Spring 220 
Sier Hourgass 220 Doubleast_— {Three Stars 15 
Gold Hourglass 230 
Stamina Spring 28 
Mana Spring 24 
ly. 2 Key Sphere zl 
Shining Thorn xd 
Dark Matter 2 
[Abiiy Sphere 220 
| Hana Sphere 220 
Power Sphere 20 
0 


Although you can theoretically improve attributes using the 
same method as that detailed above with regard to abilities, 
there are two other methods of upgrading an aeon's 
attributes. With the exception of Luck, all levels are 
automatically increased by entering battle. In this regard it 
makes no difference who participated, fled or was knocked 
out. The first increase takes place after the 60th battle (from 
the time the aeon was first available). From then on, the 
levels can increase up to 18 times at 30-battle intervals. 


The aeon's levels will also increase in tandem with Yuna's 
levels. All aeons' Luck levels will increase equally, while the 
other levels will increase automatically with Yuna's and may 
even exceed them depending on the aeon in question. 
However, if this happens, the other levels will increase less 
significantly. 


TIPS 
There is no point using Spheres to increase aeons' Luck 


levels. You'd be better off concentrating on increasing Yuna's 
Luck, thereby automatically increasing the Luck of the aeons. 


FINAL FANTAS Tel 


Go to the Aeons menu and press @ to access Abilities and 
Attributes. Once you've selected one of these menu items, 
the options available will be highlighted in white on the left- 
hand side of your screen. You'll see the items required to the 
right. The figure in the left-hand circle indicates the quantity 
of available items, while the figure in the right-hand circle 
indicates the number which will remain afterwards. Once 
you've confirmed your decision, your aeon will have learned 
a new ability or increased an attribute. 


White Black 
Magic Îtem required Magic Item required 
Gre | Hi-Poton 299 Fie | Bomb fragment xl 
Notion 130 fia | Bomb Core xd 
Mega-Potion x60 Firaga Fre Gem xd 
Bomb Fragment 2 Thunder | Elecro Marble xl 
| Electro Marble 12 Thundara | lighting Marble x2 
Fish Sale 2 Thundaga__ | lightning Gem xd, 
Antarctic Wind x2 Water Fish Scale xl 
Ability Sphere x10 Watera, | Dragon Scale xd 
Elir 28 Waterga Water Gem xd 
Mega xl Blizard | Antarctic Wind xl 
| Chocobo Feather xl0 Biizzara. hraic Wind 12 
Chocobo Wing xl Blizaga | Gem sd 
Sier Hourglass Bio Poison Fang 
Gold Hourglass 28 Dei | Shadow Gem 28 
Laar Curtain xd Death Farplane Shadow 230 
Light Cortain zó Drain | Stamina Spring x60 
| Star Curtain 3 Osmose ana Spring x10 
Purifing Salt ‚3 Flare | Shining Gem 260 
Healing Spring 00 lima | Sopreme Gem 299 


Blessed Gem x60 


+ The Aes are eplined on pages 16-17 


|ATTRIBUTE COSTS 
Attributes __ Sphere required Number required, Increase 
HP Power Sphere Current HP maumum : 50 100 
Lj Mara Sphere Current MP masimum :10 {10 
Strength Power Sphere Current level / 2 I 
Delence Power Sphere Current level / 2 pees 
Magic Mana Sphere Current level / 2 | 
Magic Defence | Nana Sphere rent level / 2 (EEA 
giliy Speed Sphere Current level / 2 I 
lak Fortune Sphere | Caren level / 2 (eat 
Evasion Speed Sphere Current level / 2 I 
karg 1 Curent level / 2 1 
* fr rampe our eon has 505 HP AS0S drie by S0 ús 9 The frei bes rand ofzo jol 
eed 90 Power Spheres 1 imrese gear ams HP 460 NP Hever, is ale mo loge apps in the 
Mest ranges. when 99 Spheres wl aas marease eur atinbote/HP/NP. 


ATTRIBUTES REGISTERING 
THE GREATEST INGREASES 
|Aeon Parameter 
Valor Magi, Evasion 
rie | Delence 
Defence, Magic Defence 


THE DATTLE Sam 


attles in Final Fantasy X are not fought in real time. Instead, 
they consist of a complex system of turns, allowing you to 
plan your actions carefully in advance. 


THE SCREEN 


A typical battle situation: it's the turn of one of your characters, and you are 
planning what to do next. 


Pshttack 
Skill 


Special 


THE CTB WINDOW 


The turn sequence of all those participating in battle is 
shown in the CTB Window; CTB refers to Conditional Turn- 
based Battle and monA refers to Monster A. Use @D and @2 
to navigate through the CTB Window. 


The turn sequence always assumes that all participants will 
select Attack as their next Command. Since this is actually 
rarely the case, the sequence changes constantly. Certain 

(3) Commands require a longer recovery phase than others, so 
your protagonist may drop to the bottom of the list and must 
wait much longer than the others to take his turn. However, 
tactics such as the Haste spell can be used to ensure that a 
character gets more frequent turns 


Help display 
Á brief text describing your opponents 
and your various battle options. 


Cursor 
Indicates the character whose turn it 
currently is. 


Enemy Info 

Information regarding your opponent may 
be displayed here when a weapon with 
Sensor is equipped or a Scan White 
Magic spell has been successfully cast. 


Names 

A maximum of three characters can do 
battle simultaneously. The purple bar 
indicates the fighter whose turn it is. 


CTB window 
The turn sequence — the order in which 
your party members will take part in battle. 


Commands 

These are the Main Commands that you 
can execute. You can access the Sub 
Commands by moving your left analog 
stick (or directional buttons) to the right, 
while you can access the Overdrives by 
moving your analog stick to the left. 


HP and MP 

Once their HP level drops to 0, the 
character in question is out of action. 
Certain abilities cannot be used without MP 


Overdrive gauge 
Overdrives can be used once the gauge 
is full, 


ELEMENTAL GHARACTERISTIGS 


Of course, you can do battle without exploiting elemental 
characteristics. However, a thorough study of the elements 
and their effects will make you more effective on the 
battlefield, 


There are four elements: Fire, Ice, Lightning and Water. Fire 
can be used to combat Ice and Water to combat Lightning and 
vice-versa. Thus, a Fire creature will prove highly vulnerable to 
Ice attacks. 


The game uses tables to depict your opponents’ elemental 
characteristics. The four elements are shown using colours, 
while the abbreviations indicate how an opponent will react to 
the element in question. 


You may find that a weapon's ability may combine more than 
one elemental characteristic. If this is the case, then the element 
that inflicts the greatest damage on your opponent will 
automatically take precedence, while the weaker elements are 
rendered redundant. The sequence is as follows: x 1.5, 1/2, /, + 


Example: the Ice attack will only inflict 50% damage on your 
opponent, and he will absorb any Fire attacks. If you attack 
using a weapon with both the Fire and Ice elemental 
characteristics, Ice would have the more powerful effect (1/2), 
and will therefore take precedence. 


SWITCHING GHARACTERS 


You can change any character in combat by using CD to 
recall him from the battlefield during his turn and replacing him 
with another party member. At the left of your screen, you'll 
see a window showing the characters who can be sent into 
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HOW TO PLAN 


ME ene | 
Sens ® 
Ee ade 


x1.5 [Damage is increased by 50%. 
+_ | Your opponent converts the “damage” into HP points for himself. 
{Your opponent suffers no damage. 


M2 Your opponent only suffers 50% damage. 


THE FIFTH ELEMENT 


The rare Holy element is not part of the element system. It is 
only manifested using the White Magic spell Holy or the 
Blessed Gem item. 


the fray (a sort of substitute bench). Replacing a character 
does not count as a turn: your substitute can participate in the 
battle immediately. 


THE MAIN GOMMANDS: A SUMMARY 


At your characters’ turn, you'll see their Main Commands at 
the bottom left of your screen. Scroll up and down to see all 
the Main Commands. 


Attack 

An arrow will indicate your target when using an equipped 
weapon to attack an opponent. If you are confronting several 
enemies at once, you can select which one to target. You can 
even target the other members of your party. 


Summon 
Yuna is the only character who can summon aeons. These 
useful creatures enter battle in place of your party. Take a look 


THE SUB GOMMANDS: A SUMMARY 


When selecting Main Commands, move your left analog stick 
to the right to select Sub Commands. 


Weapon / Armour 

Do you want to change your equipment? Your current 
equipment is indicated by the triangle in the top left corner of 
the weapon icon. Although switching equipment counts as an 
action, the recovery phase is very short, around one-third of 
that required after a conventional attack. 


at the Aeons section on page 
18 for more details. 


Skill / Special 
This enables your characters 
to use Special attacks or Skills, if they have any. 


Blk Magic / Wht Magic 
Select a spell, and then decide whom you wish to direct it at. 


Item 
Various items can be used in battle, such as healing Potions 
or Ether (the latter restores MP). 


Escape 

If you want the character in 
question to leave the fray 
immediately, just select Escape, 
although there is a chance that you may not succeed. If all your 
heroes leave the battlefield, the battle is lost. You cannot expect 
to receive AP or any other rewards unless you managed to 
defeat at least one opponent before taking flight, in which case 
you'll receive AP or other rewards on a pro-rata basis. 
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| THE DAMAGE DISPLAY 


The amount of HP lost is shown any time damage is suffered. Certain attacks also affect the MP level. 
White text denotes damage, while green text denotes healing. The following terms are used to indicate 


other effects: 
Immune Status effect did not work 
Miss Attack missed its mark 


Overkill | Fatal bit, ar beyond the remaining HP 


The higher your Luck level, the greater 
the likelihood of critical hits. Overkill 
occurs if your final hit depletes your 


opponent's HP by most (or more) of his 

original total HP. This will result ín your 
characters being rewarded for their victory with more AP and extra items. In the case of certain 
formidable monsters you will always achieve an Overkill if you land the final blow with a hit that inflicts 
the maximum possible damage (99,999 points). 


STATUS EFFECTS 


Once a character is afflicted by a status effect, the relevant icon will appear above his head. Status 
effects can be both positive and negative, and their maximum duration is until the end of a specific 
battle. The two tables below list all status effects together with their effects, duration and the manner in 
which the status effect can be lifted. 


[POSITIVE STATUS EFFECTS 


| Status effect _ Fe Effect 
[ao aboee the daraaers head Paar ve has her 10 va amai he eve vi 26 ainan W 
Delnd Le Damage ied by phyal atachs is hed 
Deild | our oppen gs My Spheres ven delend. 
Dil Kara L- oor opponent drgs Mara Spheres wien deleted 
Dis Power | Voor opponent drops Power Spheres when defeated. 
blj |- ar openen dropt Speed Sper ven delete 
Guard |- Tie daracer tales physalatads intended fr hei eames 
Waste | Quer marmers The ater ond the harnas nest turn ís kavel. 
Nare ed sere crdes the body Vor par 5 venderd immune tone Fire spel / Fre ata ach 
Mast Pl Nae per cre the body Vor par rendered immune to one Bazart spel / ee ara ach 
Hoished |_ Orange sphere res the body | our par vendere immune to one Thander spel /Lighoing aac ea 
Naide Bie sphere ares tie boi Voor party 5 vendered immne tone Water spel / Wer atach each 
Protect oe protective shield appears once the elect ames an are | Te damage ifiaed by phil atas shaved 
elect Wte petectre wall once he efect comes int fer Crain pels are reet. (*I) 
Regen Enûre body goes parple | HP is astomatialiy restored every round. 
San be Detaied datz shoe cmcrig the idd geel 
Serie - Garagen Guards ales wen in Deense sam 
Stel | Orange precise sphere appear oct the fect come at bore The elko ol magic are hed, incloding these al heling pek 


SV: A spel am only he rele oct Von can epo il your opponent ws Rele to protect Kimoel inlicht Relect sas elect on geer arcen as wel and 
en we pels wo act rare These pels wil maw be releed onto yr ppement ard ict he ammel hem on be safer decoreren! 


NEGATIVE STATUS EFFECTS 
Stas effect Featu ‚ Effect 
Amour Break Deen drops 10 zer The amoured haatte is ied 
Benet Fore had gls red Seng increases, bt he aac can mo longer be coole 
Calason lie sars pin around the head | The ind afeed atas vergen vanda 
Une Head smeer and the body darters The idiaal afeted. camot use an Overdrive: Overdwe gage dus nat increase. 
Dares Back mist in fan ol oes Te ht ate ef pbysal atas drops signiandy. 
Doom Coaten abe the head The dara 5 OÙ a soon a tie meter drops to D, 
wo Oaracr tas wo de goand Tie daracter fils to he ground, an neither Gp nar act and camot be rglacd 
Mageek | Damage ied by afeand dharacers mage atas (atas which can be werkend wing Sel) s hale. 
enal Break - ag Delea ps to zer. 
Periation Garcer tarn grey and stops moving. The dare is petriied and an no longer ac. 
in | Green balies above the head WP dep vib eh round. 
Power Bak, Damage ied by phil atas shared. 
Poole - The daaar drs al enemy atas onto hiel 
Siene Speech be with three das The afeaed iddel can mo longer aast spe 
Seep IL” bore te head The afeaedindidaal seps and an no longer act Enemy its ili SO, mare damage 
Sen Hormens became dever Garza’ Agy dps sa he ges fever tus ian harde 
Tieten Garaer is pevied Tie momster/danaer fees wich fih 
| 
lande dome re pen heg spel vil have the oppeite let dic damage tad. 


Character has been KO'U and then revwed once 
Ove roand 

Use of other Destil modes 

Use ol other Dual modes 

Use of other Dil modes 

Vie ol tier Dil moder 

One round 

Dg Pariing Sk Aro Spark, Slow or Threaen 
Fire aad, Del Pariying Sat or hero Sark 
Ve aac, Dael, Pritng Salt or Aro Spark 

lighenang atach, Dipl, Puriying Salt or Aero Spark (3) 
Water attach, Dipel, Priling Salt or Aero Spark 
Dipl, Purihing Sat or Aero Spark 

Dipl Partying Slk or Aro Spark 


Opel Parihing, Sk or hero Spark | 
Oe rond Í 
egel Parga ar hero Spark ! 
Dept | 
Ea, Remedy, Confuse or Threaten Í 
ma Mama Dak or ied Kn | 
apel er ly Waer 

Enz Ee Drops, emady or Nl Bhed Poor otherwise afte à variable number of rounds | 
KO ele | 
lie, Falle, Phoeni: Down, ega Phoenix or Auto-Le | 
Degel Ë 
Dagel 


ama, St, Remedy or Al Bhed Potion 
aar, Adere, Remedy or A Bhed Pran 

apel 

Berk or Theater he same il he aster 5 pat 
Eea Eh Seen or Remedy; others afer 2 variable amber ol rounds 
Ean, Remedy or physical is others after a variable number dl rounds 
era eme, Kase or Threaten, therse after > vartale amber of raars 


Berzerk or Provo; he same il the aster is put out ol action by Peurficaian, KO or gh. Orherwie, tbe 


aca by Perian, KO or ijk 


le ends with the 
ly Water or hemedy 


OVERDRIVE 


During battle, you'll see a bar beneath your characters’ Modes and assign them to each character ìn the Overdrive 
levels. The speed at which this gauge fills varies from battle sub-menu. 
to battle. Once it is full, you can use an Overdrive attack. 

Once a characters gauge is full, move your left analog stick 


Your character's Overdrive gauge is initially filled by enemy to the left to view the generic term for that particular fighter's 
hits, but there are also various other Overdrive Modes which Overdrives. Press ® to see a list of all the character's 

your fighters can learn over time. You can select different Overdrive techniques. 

THE OVERDRIVE MODES 

A character must have experienced specific battle situations example, Yuna will learn the Daredevil Mode once she has 
several times in order to learn a new Overdrive Mode. For participated in 90 battles with less than 50% of her HP. 


RNING THE OVERDRIVE MODI 


Learning condition Tidus, Yuna 


Wakka Lulu Kimahri Auron Rikku 


My | es she dharaae's tarn — Fall sf ww | mn 
Menger | al HO bi a eey ara Tome mjs 
Comrade | Comrades safer damage aired by opponent |_ EC) 100 10 | 20 10 
Cot rcr Bs be arl je mjam) eee 
Dancer | The character erades che opponents atrack (Mis) 250 x | ww zo | 0 | wo 
Dedel | The harmae baie wih len dan SO af is | mjs | wm 
Healer |_ The character restores his comrades” HP. o 0 wm to | we ” 
Her | The dare dekens paweral opponent ian apparent ih wer 1000D HP) (*)- | 0 CN EN 0 
loner |_The character is baring alone and i's his tur. 0 10 mo 5 wz% mo 
hook Tie daar aes aas efect to prevent or ede damage infired by an oppen [mf mj mm) 
Saer |_The character deleats an opponent. (I) EC NT L] 1E no u too 
Sie The chara aes HP drog a oppeens ata (lade sting). eg Ea GE SR | jz 

fiere The dharaaer is sfieing 2 stats effect inliced by an opponent and is his tue. no 100 1 DE] ho | wo ns 
Tacican | The char fin a mega saus efect on an opgnent Ls mats) ae) mjn 
erm The characer suflers 2 status efiect due to an opponent's attack. | LJ hd 1 he | ne Ld 
cor Me par emrges varius fam bare. Fo} ss | to | jo 
Warrior | The character ins damage on an opponent (but not by ig an tem or Overdrive). 150 10 160 Ei mjw ro 
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YOUR GHARACTERS' OVERDRIVES 


The Overdrives are as diverse as the characters themselves. Some are a little tricky to execute, 
but you'll find that practice makes perfect. 


TIDUS: SWORDPLAY 


The countdown has started: press ® once the bar has reached 
the middle of the display. The quicker you are, the greater the 
damage. You'll have to use existing Overdrives successfully in 
order to learn new Overdrive techniques. When using the Blitz 
Ace Overdrive, remember that the countdown and display will 
only appear after Tidus has attacked eight times. 


“1: The characer most land the ‘death blow 


[SWORD! LAY VARIANTS 


| Overdrive ‚ Affec ct if unsuc ul__ Countdown t u 

Spiral | Oneepponen | Arach with artach gower 4 | Ie Keach with arch power 32 [ene already kamt 
Setde | lope |Jadrihamdgeet | Je | 6 amd id amc goe 10 Oerrineatads CI) 
Ere hain | A oppemeas head vi arta pover 20 Dik Arad wis arch pover 26 30 Over atas (1) 
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YUNA: GRAND SUMMON 


Yuna summons an aeon with a full Overdrive gauge. Once 
the aeon has used his Overdrive, the gauge will drop to the 
previous level. If the gauge was full before, the aeon can 
perform two Overdrive attacks. 


WAKKA: SLOTS 


With Wakka's first Overdrive Element Reels, you'll see three rotating reels bearing 
the colours of the four elements. Press ® to stop the reels one after the other. If 
you manage to do this within the time limit (easy 
enough!), the damage will be increased. If you 
manage to match three identical symbols, the 
attack will be significantly more powerful. and 
will be directed against all opponents. Winning 
blitzball games enables Wakka to learn new 
Overdrives. 


HOW TO PLAY 


[THE SYMBOLS 


Symbol 


| © Had zal wt Ban | 
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Element Reels 
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Wal dre els are stopped on the Arch gymel, paradary power aad: vil be nere. 


LULU: FURY 


Lulu can use Fury to multiply the effect of a spell (and to direct will be distributed randomly among your opponents. However, 
Ît against several opponents) without using up MP. Just rotate Lulu will have to have learnt the relevant spell in order to 

your right analog stick as quickly as possible within the tight execute a Fury. 

time limit. Lulu can use her Overdrive even if she has run out 

of MP or has fallen victim to the Silence status effect. If Lulu | FURY VARIANTS 

decides to use Fury, opponents will be unable to protect 5 

themselves using Reflect or Shell Overd Note 


Strength 


Fe fury 5 
The quicker you rotate the right analog stick, the more spells at Ĳ 
Lulu will cast one after the other. A Fury's maximum 16 spells Fag hay u. 
Thunder Fery 5 
Thandara Fery Io 
Thundaga Fery 1 5 
Water Fony 5 
Waer Fry u 
Waserga Fury 1e 
Brad fa 5 
Baalen wo 
Blogs far 8 ä 
Bo fan Up te 80% chance of iaficing Poison 
Demi Fay 5 | edc HP by (25% 
Death fury 5 Up to 80% chance of inficing KO 
Dan lan ’ Dea HP (ron our parent 
Osmose fary 4 Drams MP from your opponent 
flare fry u ij 


Uma Fery 


KIMAHRI: RONSO RAGE 


Kimahri can use any abilities that he's learnt from opponents 
using Lancet as Overdrive techniques. His Overdrive gauge will 
be fully replenished each time he uses Lancet to learn an 
ability. 
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AURON: BUSHIDO 


Auron's Overdrive attacks will achieve their full potential if you 
manage to press a specified button combination correctly 
within a tight time limit. The quicker you input the 
combination, the more powerful the effect. You'll have to 
collect Spheres to enable Auron to learn new Overdrives — see 
the second table (Spheres for Auron). 


Even if you press the wrong button combinations - or none at 
all - Auron's Bushido is still pretty powerful (see “Effect if 
unsuccessful"). If your input is successful, the damage will be 
increased and there will be an additional effect (see "Effect if 
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Dragen Fang 


Sera Sar 


ET 
Brass Sphere 
fet Sphere | 
Jet Sphere 2 
echt Sphere 3 
jet Spier 4 
jee Sphere 5 
Je ghere 6 
Jee Sphere 7 


Jecht Sphere B 


successful"). However, if your 
opponent is immune to the 
additional effect, the status- 
neutral “variant” will 
automatically be used to 
attack. 


suc „Variant fe earning 
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RIKKU: MIX 


\ 
Rikku's Overdrive fS pretty unusual: you select two items gl 
your inventory and mix them together to produce unique 
offensive and defensive effects. Take a look at the following 
table to see the most powerful combinations and their effects. \ 
The list of all combinations to achieve all 64 Overdrives is available 


for free on the following inernet sites: 
] and v 


MIX VARIANTS 
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THE TRIGGER GOMMANDS 


Trigger Commands will be available to you at certain points in 
the game. They can be executed in pretty much the same way 


as a normal attack. 


hp 
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SOME REWARDS FOR YOUR TROUBLE 


Accounts are settled when you emerge victorious from battle. Sphere Level. You'll also find that you'll be rewarded with a few 
All characters who participated in a battle and who survived extra Gil and bonus items or equipment. 
are awarded AP, which is used to progress towards the next 
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eid rasters 


nthe nd pages-you'll learn about the 
seven characters who will join your party 
during your adventure. 


We've provided some background information 
on each character as well as a short summary of their skills, 
such as Overdrive techniques. Detailed information on your 
characters’ abilities, spells, weapons and armour can Rl 
found in the How to Play and the Items chapter. 

w 
After the character descriptions, you find a brief overview of 
the aeons, magical creatures whom Yuna can summon during 
battle. You'll discover how to find them, and you'll also learns 
about their skills. 


in's mysterious power hurls Tidus, the 

young star of the Zanarkand Abes blitzball 

team, into the greatest adventure of his life. 

Sin transports him to a far-away land… 

and it seems there's no way back. Far from 
his home and all that he knows, Tidus develops tender 
feelings for the beautiful Yuna. To cap it all, his conflict with 
his father Jecht, who also was a star blitzball player before 
disappearing, flares up again… 


Age: 17 
the group: Tidus is present from the beginning. 


Battle style: Tidus is a dexterous fighter, so he is good 
against fast enemies. Although he often misses flying 
opponents, he can fight underwater. 


Tidus possesses abilities which he can deploy during 
battle. For example, at the beginning of the adventure he is 
the only character who can use the “Flee“ abilitiy to 
withdraw the entire party from battle. 


Tidus can use his Overdrive techniques to inflict severe 
damage on his opponents. If you select the Overdrive 
attack “Swordplay”, keep an eye on the display and try to 
stop the bar in the selected area using your © button. The 
quicker you succeed, the greater the damage inflicted. 
Practice makes perfect: by repeatedly executing successful 
Overdrives, Tidus can learn new ones. 
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YUNA 


una, an apprentice summoner, is the 

daughter of Braska, the popular High 

Summoner. He died ten years ago while 

defeating the evil power of Sin. The prayer 

in the Besaid Temple transformed her into 
a fully-fledged summoner, enabling her to summon aeons. 
Yuna's goal is to find the Final Aeon and take on Sin - an 
ambition which requires her to travel the length and 
breadth of Spira. 


Age: 17 
Joins the group: Besaid Island, Temple (see page 59) 


Battle style: Yuna is one of the weakest characters when it 
comes to close combat. Yuna's forte is the use of White 
Magic, a school of magic which uses numerous healing 
spells (see the How to Play chapter, page 17). She is also 
the only character who learns how to summon aeons: 
these useful creatures fight battles on behalf of the group 
(see page 18) 


The Grand Summon Overdrive enables Yuna to summon 
aeons with full Overdrive gauges. Once the aeon has used 
his Overdrive technique, his gauge drops back to its 
previous level. 
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akka is captain of the unsuccessful 
blitzball team, the Besaid Aurochs, who 
have yet to win a game. It seems that their 
run of bad luck is finally at an end, thanks 
to Tidus.. Wakka is also one of Yuna's 
guardians, and hopes to devote all his energies to his 
guardianship duties after this year's blitzball tournament. 


Age: 24 
Joins the group: Besaid Island, Beach (see page 54) 


Battle style: Wakka has plenty of HP. He is physically 
stronger than Tidus, especially when taking on distant or 
flying opponents whom he hits with his blitzball - a 
weapon which he also uses against underwater enemies. 


Wakka can learn different skills and then deploy them in 
battle. Like spells, these skills - which may, for example, 
cause various status effects - consume MP. 


As soon as you deploy Wakka's Slots Overdrive, a fruit 
machine with three dials will start to turn. The symbols 
will determine the type and strength of the resulting attack. 
Wakka's Overdrive skills can be improved by winning 
blitzball matches. 


N 


| ulu is also one of Yuna's guardians. Like 
Wakka, she views Yuna as a younger 

sister in need of protection. An expert in 

Black Magic, Lulu has a few powerful 

spells at her disposal. Although she 

appears calm, in control of any situation and sometimes 

cold, Lulu hides a fierce yet compassionate nature. 


vei) 
eN 22 
Me; E | Besaid Island, after leaving the Temple 


(see page 59) 


Physically, she is one of the weakest 
members of the party. Lulu's strength lies in her command 
of magic, she specialises in Black Magic and mainly uses 
attack spells. She also uses dolls which will remind 
gamers of familiar figures from the Final Fantasy series. 


The Fury Overdrive skill enables Lulu to use all her 
familiar spells several times without consuming 
additional MP. To do this, just rotate your right analog 
stick repeatedly. This enables Lulu to cast magic even if 
she has been affected by the Silence status abnormality 
(see How to Play, page 26) 


34 
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KIMAHRI RC NSO 


member of the Ronso tribe, Kimahri is 

a taciturn warrior who prefers action to 

words. Another of Yuna's quardians, he 
has watched over her since she was a small child. 


25 
On board the S.S. Liki, (see page 62) 
Kimahri is one of the group's best close- 


combat fighters, second only to Auron. However, he is 
unable to take on opponents under water. 


The Lancet technique enables Kimahri to learn skills from 
his opponents. Abilities learnt using Lancet can be 
deployed in the form of an Overdrive attack, as soon as 
his Overdrive gauge is full. Incidentally, the gauge is fully 
replenished as soon as he successfully gains knowledge 
of an abilitiy using Lancet. 


Ee 
u 


uron is the legendary guardian who 

defeated the evil Sin ten years ago 

together with Braska, Yuna's father. Auron 

also stood by Tidus when the city of 

Zanarkand was destroyed: Tidus owes 
his first sword to Auron. A man of few words, Auron 
lets his powerful blade do the talking. He joins the 
group in order to defeat Sin once and for all. 
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Luca, during the blitzball tournament 
(see page 76) 


Although Auron is one of the group's most 
powerful fighters in close combat, he is somewhat 
sluggish and cannot take on opponents under water. 


In order to render Auron's Bushido Overdrive particularly 
effective, you'll have to press a specific button 
combination on your controller within a set time limit (see 
also How to Play, page 27). Collecting Jecht Spheres is 
the primary requirement for learning new Overdrives. 
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| his sparky Al Bhed girl is the first person 
encountered by Tidus in the world of 

Spira. Rikku is a tender-hearted creature, 

unlike many other Al Bhed. 


Age: 15 


Joins the group: Spira, after Tidus’ arrival (page 49), and 
Moonflow — North Bank (page 92) 


Battle style: Rikku's physical combat may be nothing to 
write home about, but she can learn abilities enabling her 
to rob opponents. Later on she can learn the “Bribe” 
abilitiy, which will also enable you to obtain a few new 
items (see Monsters chapter) 


Rikku's Mix Overdrive techniques result from combining 
two items. There are 64 possible different techniques, 
ranging from attack to healing (see also page 28 in the 
How to Play chapter). 
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VAALEFOR 


Besaid, Temple (see page 59) 


Since Valefor can fly, this agile aeon 
can generally avoid ground attacks. 


Sonic Wings generates a shock wave which hits 
all your enemies, delaying their subsequent 
attacks. If you deploy this technique several 
times, your opponents may simply not have a 
chance to attack. 


Valefor can hit all his opponents with an Energy Ray, 


inflicting non-elemental damage. If Yuna is in 
possession of the “Nirvana” weapon, Valefor's 
Overdrive attacks will inflict over 9,999 damage 
points. 


BEE Pi 


Kilika, Temple (see page 70) 


This aeon has immense physical 
strength and can deploy fire elemental attacks, but 
unfortunately he's also vulnerable to assault. 
However, Ifrit does have a useful regeneration ability: 
fire attacks such as Fire, Fira or Firaga will heal the 
creature! 


Meteor Strike is a non-elemental attack, the effect of 
which is directed against just one opponent. This 
attack can come in very handy, especially against 
distant enemies 


Hellfire bathes all your opponents in raging flames, 
inflicting severe damage. In order to deplete your 
enemies’ HP by over 9,999 points, Wakka must be 
in possession of the World Champion weapon. 
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Location: Djose, Temple (see page 88) 


Battle style: Ikion has a high level of defensive power | 
against attacks, so it's a good idea to summon this 
aegon when your group is in deep trouble. 


Aerospark is directed against individual 
opponents and inflicts non-elemental damage. 
The effect of the following spells is nullified 
during this attack: Shell, Protect, Haste, Regen, 
Reflect, NulAll, NullBlaze, NulFrost, NulShock and 
NulTide. 


The Thor's Hammer Overdrive causes lightning 
elemental damage to all opponents. If Kimahri is in 
possession of the Spirit Lance, lion will inflict over 
9,999 HP damage with Thor's Hammer. 


SN 


Location: Macalania, Temple (see page 102) 


Battle style: This aeon attacks swiftly, relying on ice 
elemental attacks - one reason why Shiva is known 
as the Ice Queen. 


When using Heavenly Strike, a gigantic block of ice 
falls on an opponent, delaying his next attack and 
inflicting non-elemental damage. 


The Ice Queen uses the Diamond Dust Overdrive to 
freeze all opponents. She then destroys the ice with 
a snap of her fingers, inflicting damage on the 
enemy. The damage inflicted can exceed 9,999 


points if Lulu is in possession of the Onion Knight 
weapon. (8) 
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BAHAMUT 


St. Bevelle, Temple (see page 114) 


Bahamut is very strong and well able to 
defend himself. His physical attacks inflict more 
damage than those of the other aeons, and this 
dragon creature also has some spells at his 
disposal: Firaga, Waterga, Thundaga and Blizzaga. 


The powerful magic attack Impulse is directed 
against all opponents. However, Bahamut will then 
need to take a breather for one round… 


The Mega Flare Overdrive attack inflicts over 9,999 
damage points… and there's no need for a character 
to possess a specific weapon. All your opponents 
will find themselves bathed in the raging flames - a 
devastating attack! 


YOJIMBO 


Cavern of the Stolen Fayth — (an optional 
part of your adventure, see Secrets chapter) 


The aeon's attack method will vary 
depending on how much you pay him (see Secrets 
chapter). 


Daigoro, Kozuka (one opponent each), Wakizashi 
(one or all opponents) and Zanmato (all opponents): 
As mentioned above, the attack method used 
depends on how much cash you lay down. In order 
to deplete your enemies’ HP by over 9,999 points, 
Auron must be in possession of the Masamune 
weapon. 
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ANIMA 


Baaj, Temple — (an optional part of your 
adventure, see Secrets chapter) 


This aeon's Pain and Oblivion attacks 
are very powerful, so this is a useful creature to 
have by your side in any situation. 


Pain is directed against one opponent and is highly 
likely to cause instant death. On the other hand, it 
entails a prolonged recovery time. 


The Oblivion Overdrive exposes all opponents to 
non-elemental damage. There's no need for a 
Character to possess a specific weapon: this attack 
will still inflict over 9,999 damage points. Oblivion 
is one of the most powerful Overdrive attacks - no 
weapon can enhance its devastating effect. 


THE MAGUS 


SITES 


Remiem Temple — (an optional part of your 
adventure - see Secrets chapter) 


The Magus Sisters - Cindy, Mindy and 
Sandy - are three separate aeons, so they're a little 
tricky to control. They can be summoned even if one 
or two of the Sisters are out of action. 


Camisade (Cindy), Passado (Mindy), Razzia (Sandy): (3) 
Unlike the other aeons, the Magus Sisters have to be 

asked nicely before they attack. You have a maximum 

of eight options in this regard (take a look at the 

Secrets chapter to find out more) 


If all three Overdrive gauges are filled simultaneously, 

you can choose Combine Powers. The Sisters will 

then join forces to launch a non elemental attack 

Which will hit all your opponents, inflicting over 9,999 (8) 
damage points. Again, there's no need for a character 

to possess a specific weapon. 


time. We indicate the attack modes, skills and 
abilities which you can use. You'll also see 


information on your opponents special abilities - 


after all, forewarned is forearmed! 


Take a look at the information boxes. Here you'l find 
all the main details concerning the boss monsters. 
As well as their HP and AP levels, you'll see a list of 


their strengths and weaknesses and the items 


which you can take from them using Steal. Take a 
look at the section on Elemental characteristics to 


see how your opponent will react to Fire 


Lightning „Water Morice attacks. There are 
four specific reaction modes: "damage x 1.5”, "half 
damage”, "absorbs” and “immune”. Although such 


details are often shown within the game, the 


Walkthrough aiso provides information on those 
creatures who hold their cards close to their chest 


and which are immune to sensor abilities. 


The Shop lists provide information on your current 
shopping options. As well as the names and prices 
of various weapons or items of armour, you'll see 
their abilities. A figure in brackets () indicates a 
free Ability Slot. Thus, “(1)" means that you can 
later use the Customise function to add an extra 


ability to this particular item of equipment. 
As well as the normal Shops, you'll also come 


across a travelling peddler known as O'aka. His 
prices vary depending on certain choices you need 
to make early in your adventure. Our tables simply 
indicate a basic price: in the game, you'll find that 
the real costs may be higher or lower. Take a look 


at pages 62 and 98 to find out more about this 
shrewd entrepreneur. 
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This section provides tips and information which will make your 
life easier. You'll find information on certain actions (which are 
not necessarily featured in the walkthrough), additional options 
Which only become available during the course of your 
adventure, as well as problems which can only be solved later in 
the game. You'll also find cross-references to detailed 
information provided elsewhere in the Strategy Guide. 
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At the start of each section you'l find a table listing 
the monsters awaiting you, together with their most 
relevant stats and the items you can steal from 
them. You may see two different objects listed, 
with different probabilities of their appearing. The 
most common of the two is mentioned first and the 
rarer one second. Sometimes there may be just 
one object, available in varying quantities. 

The boss monsters in each section are identified. 
by a «If you are trying to find out all about a 
particular creature, take a look at the alphabetical 
listing in the Monsters chapter. 


The Walkthrough guides you through Final Fantasy X - 
step-by-step. It explains the mandatory tasks which 
must be completed to progress through the game, 
and details all the and equipment which you 
can either obtain or use in the relevant game section. 
These are highlighted in red in the text. The 
highlighting will make it easier for you to find your 
way around, especially if you're on the lookout for a 
specific item. You'll also be told if an item requires a 
major detour. Special abilities and eftects play a major 
role in Final Fantasy X, and are highlighted in blue. 


The Walkthrough documents the game using 
numerous screenshots, aiding orientation. The 
numbers beneath the illustrations refer to the relevant 
point in the text. Each new game section starts with 
1, The small overview map in the screenshot will 
also provide an orientation aid when explaining item 
locations. 


The Walkthrough is divided into sections, 
corresponding to the districts and towns which 
appear in the game. 


OVERVIEW MAPS _ 


Take a look at the detailed overview maps of the 
individual sections: they will help you find your way 
around. Smail rooms are depicted in the form of 
screenshots. You!l see the location names shown next to. 
the map sections, so you'l always know where you are, 
In the game, open the main menu and take a look at the 
details given in the bar at the bottom of your screen to 
find the name of the area you are in. 


The maps also show the precise locations of all items, 
marked with letters. 


@ indicates the location where you start the section. 
shows where you can find a Save Sphere. 

€N indicates the location of an item. 

(@ indicates the position of treasure chests. 

@& indicates that you will receive an item from a person. 


The letters in the icons are repeated in the key next to the 
overview map. Take a look at the key to see what items 
you can look forward to recelving - and how many! 


ie 


THE BLITZBALL STAR 


our game starts just before a blitzball If you want to chat with one of the other people in the 
tournament in the Zanarkand stadium. A small foreground, you must do so before addressing the second 
group of fans is waiting for the Zanarkand group of autograph hunters. The action continues as soon as 
Abes' star player. Don't make the fans wait: all balls have been signed, and you and Tidus have cleared a 
approach the little group (Fig. 1). path between the two groups. 


Next to the ramp, three children and two young women are 
waiting for your autograph. Press ® to address one of the 
two small groups (Fig. 2). You now have a chance to name 
your main character. The default name is Tidus, but you can 
enter any other name as long as it does not exceed eight 
characters. This Strategy Guide uses the default name 
throughout. 


TO THE STADIUM 


On the way to the stadium you'll hear the voice of a 
commentator reminiscing about the greatest blitzball player of 
all time: Jecht, Tidus' father, who disappeared without trace ten 
years ago. Just walk along the street to the stadium. Keep an 
eye on the passers-by: you'll see a young woman wearing a 
pink top and yellow tights (Fig. 3). 


If you talk to her, you'll discover that she doesn't yet have a 
ticket to the game. Talk to her again twice, confirming that you 
can take care of matters. You'll be rewarded with two Potions. 


SIN STRIKES 


As soon as Tidus struggles back to his feet, you'll see a map 
of your immediate surroundings at the top left of your screen 
(Fig. 5). The yellow triangle symbolises Tidus, with the long 
triangle tip indicating the direction in which he's looking. A red 
square on the map denotes Tidus' required destination or 
alternatively a red triangle indicates his suggested direction. In 
this case, Auron is waiting just a few metres away … follow 
him. Auron hands Tidus a Longsword (Fig. 6). The first battle 
is about to start. 


BATTLE ACADEMY - PART 1 


Your options are still pretty restricted: you can choose between 
Attack and Item. There are 10 Potions in your inventory (12 if 
you promised the woman tickets), and 3 Phoenix Downs. You 
don't yet have any use for these items, which are intended for 
healing or resuscitation. 


If you press your right directional button or move your 
analogue stick to the right you'll see a menu with the following 
Îtems: Weapon, Armour and Escape. You will later be able to 
use the first two menu items to change your weapons and 
equipment. The third option won't allow you to escape all 
battles - and there's certainly no way out of the current 
confrontation! 


The display at the top right shows the attack sequence for all 
participants, but there's no need to concern yourself with that 
yet. You have only one option right now: select Attack and take 
on one of the creatures (Fig. 7). It doesn't matter which one. 


BATTLE ACADEMY - PART 2 


After breaking through, Tidus and Auron are attacked by a 
second group of monsters. Now it's Auron's turn. He has an 
extra battle option or skill, but that is of little importance at the 
moment and, like all skills, it uses up MP. Just attack, and have 
Tidus follow up. Tidus and Auron run on and are encircled by 
the monsters. 


If you knock out the two Sinscales behind Tidus and Auron, 
they!l simply be replaced by more, so just deal with the three 
opponents in front of you (Fig. 8). As soon as their path is 
clear, the two comrades run on … straight into the arms of the 
next group of monsters. 


FINAL FANTAS Tel 


A small group of people is waiting for Tidus in front of the 
stadium. Make your way through to the huge gate (Fig. 4). The 
blitzball game commences. Suddenly, Zanarkand is attacked 
by a mysterious force: Sin has struck. 


he 


WALKTE 


Tidus 25520 MP 12 
Auron ET 


Tidus 
Auron 


\ 


| 
y STRATEGY 


The game's first boss is accompanied by five Sinscales. 
Luckily, Auron has a new battle option, or Overdrive, at his 
disposal. You must select this option. Press your left 
directional button, select Bushido and then choose the sole 
Overdrive attack currently available to Auron: Dragon Fang. 
Take a look at the Characters and How to Play chapters for 
more details on Overdrives. 


Auron prepares to launch his special attack. He stops shortly 
before reaching the enemy, and you now have four seconds to 
input the button combination shown: +, «, t‚ », (D, @), 
©, ® (Fig. 9). If you don't manage to enter the button 
combination in time, the attack will not be as powerful. On the 
other hand, the quicker you complete this combination, the 
heavier the attack. 


Depending on your fighting style, Tidus might get a chance to 
try his Overdrive. His special attacks belong to the Swordplay 
category, and his first attack is called a Spiral Cut. You will 
need to stop the cursor as it reaches the centre of the gauge 
(Fig. 10). You have three seconds to try and get it right. If you 
press @ too early or too late, the cursor will return to the 
edge. In this case, too, the strength of Tidus' attack depends 
on how quickly you succeed. 


THE BEGINNING 


After defeating the monster, Auron runs on. Take note of the 
pale blue luminescent sphere on the right (Fig. 12). If you 
examine a Traveller's Save Sphere, all characters’ HP and MP 
will be fully restored. It also provides you with a chance to 
save your game on a memory card (8MB) (for 
PlayStation®2). It might be a good idea to take this 
opportunity, for things will get serious come the next battle. 


After saving your game, follow Auron. Your path is suddenly 
blocked by four Sinscales, and three of the monsters position 
themselves behind Tidus and Auron. You'll soon find out that 
defeated monsters on both sides are replaced by new 
Sinscales. After a few attacks, Auron will suggest a new 


Once it is available, you may want to save Tidus’ special 
attack for later. The Sinspawn Ammes may appear dangerous, 
but you have nothing to fear: the monster will always attack 
using Demi, a spell which reduces his opponent's current HP 
by a quarter. However, this figure is not rounded up - so the 
worst that can happen is that Tidus' and Auron's HP fall to 3. 
Even if the HP display at the bottom left assumes a warning 
yellow hue and your two heroes fall to their knees, there's no 
need to resort to Potions. Just keep up your attack. After a 
while, your opponent will literally fade away (Fig. 11). 
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target. From now on, attack the Tanker on the right-hand edge 
of your screen (Fig. 13). Keep an eye on your two fighters' HP! 
At least one of your heroes must survive the battle, or it!l be 
Game Over. The Tankers anchor line has 1,000 HP It is 
generally severed after the fifth attack, ensuring (temporary) 
safety for your characters. 


Auron and Tidus are sucked up by Sin. In a bizarre scene, 
Tidus appears to 'swim' through the air. Press © to reduce his 
altitude, and keep an eye out for a platform with a pale blue 
luminescent sphere (Fig. 14). If you land there next to the 
figure, Tidus will be transported to another location… 
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A NEW WORLD 


idus finds himself in an unknown location. 
Take a look at the map at the top left of your 
screen: a red triangle marks the exit from this 
singularly unpleasant spot. You can leave the 
water via a set of stairs in the 
centre at the top (Fig. 1) and 
advance to the next section. 
However, you should first take 
the time to collect a few items. 


TIPS 


For the first time, you can now use ® to access the main 
menu. At the bottom of your screen you'll see the name of 
your current location; it is also shown in the overview maps 
provided in this strategy guide. 


TREASURE HUNTERS 


You can climb up a set of stairs at the North-West edge of this 
area. There, you'll see a blue semi-sphere lying on the floor: an 
Al Bhed Compilation Sphere (Fig. 2). The Al Bhed people have 
their own language, which you will gradually be able to learn. 
This Sphere is only of use if you have Final Fantasy X save 
data containing more Primers. You can then use the Primers 
you discovered in that previous game in your present game. 


Proceed a few paces to the South and you'll see a chest which 
you can open using ®: you'll find two Potions inside. 


At the North-East edge of this area a set of stairs leads to 
another chest containing 200 Gil. A few paces to the South of 
this, you may want to examine a blue object lying against a 
pillar (Fig. 3). You'll see an inscription in Al Bhed, but you don't 
have the language skills to decipher it yet. However, a few key 


EXPLORING THE RUINS 


You'll have another chance to save your game in the Ruins — 
Underwater Hall section. When you reach a fork in the path, go 
to the left. At the end of this path you'll see a chest containing 
a Hi-Potion (Fig. 4). You can then proceed towards the North. 
After just a few metres, the ground crumbles beneath you and 
Tidus' finds himself back in the water. 


You can paddle around for some time or use © to dive. Soon 
afterwards Tidus is attacked by three monsters (Fig. 5). Once 
you've eliminated two of your attackers, a stranger will decide 
to get involved. You are certainly no match for this huge 
monster. 


words, such as the names of persons and places, are not 
written in Al Bhed: at least you can make out the word 
Macalania. In order to reach the next section, you'll have to 
make your way through the water to the northern stairs, 
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Tidus is definitely onto a loser. At the third attack he 
automatically takes flight - regardless of any action you 
select. It makes no difference whether you decide to attack, 
use ® to block, or select the 
Escape option. Luckily, there 
is no real danger. Any attack 
by Geosgaeno simply reduces 
Tidus' HP by half (Fig. 6), so 
there's no need to waste a 
Potion at this point. 


FANNING THE FLAMES 


After Tidus' escape, he finds himself in a Corridor. His 
surroundings are still pretty damp … and bitterly cold. The 
entrance has been destroyed, so you'll have to proceed in the 
opposite direction. Climb the stairs and enter the round hall, in 
the middle of which you'll see a fire. You're missing the two 
items needed to light a fire, so you'd better start looking. A 
white square on your map indicates a save point. Through the 
door next to it, you enter a small room. If you take a look at 
the writing desk - which was obviously toppled over at some 
point - you'll find a Flint (Fig. 7). This is listed as a Key-item in 
your inventory. 


Back in the hall, you may want to examine the door which is 
not marked as an exit (green square) on your map. You can't 


STRATEGY 


Keep attacking until Tidus has depleted his opponent's HP by 
750 - this will generally take five to six attacks. The battle is 
then interrupted by a group of rather eccentrically clad 
individuals (Fig. 10), one of whom rushes to Tidus' aid. If you 
take a look at the Special option, you'll see that "222?" (your 
new comrade's default name) has two special skills to offer: 
Steal and Use. During the first round of battle you'll have to 
deploy the Use function to throw a Grenade, which inflicts 
rather spectacular damage (Fig. 11). Only then does the battle 
take its normal course. Since Klikk's HP are fully restored 
following this interruption, you'll be glad of the help. 
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open the door, but take a look to the right of it: amongst the 
rubble you'll see a chest containing an n (Fig. 8). Now 
go through the door to the North. Behind the door, to the left, 
you'll see a chest containing Ether. At the top of the stairs 
you'll see a striking vase: examine it to collect the Withered 

t (Fig. 9). Before turning your attention to the fire, go 
through the door on the upper level and proceed to the end of 
the gallery, where you'll find a chest containing a Hi-Potion. 


Ît might be a good idea to save your game before returning to 
the fire. If you press ®, Tidus will use the Flint to set light to 

the Withered Bouquet. Time for a brief nap. A short while later 
Tidus is attacked by a monster. 
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It may be a good idea to use a Potion to heal Tidus before he 
attacks again (Fig. 12). As a basic principle, you're better off 
using too many rather than too few Potions. Once “????" has 
thrown both Grenades, you can use Steal to rob the monster 
of more Grenades. You'll find that the mysterious stranger's 
normal attacks are not especially effective. Once Klikk has 
been defeated, Tidus is transported to yet another location. 
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| idus wakes up on a ship. At one end of the 
deck you'll see a Save Sphere. If you take a 
look next to the crane, you'll see Al Bhed 
Primer | lying on the ground (Fig. 1). A useful 
volume if you want to improve your knowledge of this strange 
language. You'll see three Al Bhed standing on the deck. 
Address the one on the left to obtain three Potions (Fig. 2). 
Talk to the girl to find out something about the Sphere Grid. If 
you speak to her again, you will both jump in the water. 


IPS 

The Sphere Grid may appear rather complicated at first, but it's You will gradually be able to learn the Al Bhed language. There 

really quite simple. As soon as you've obtained sufficient AP. is an Al Bhed Primer for each letter of the alphabet, making 26 

you can move your character on the Sphere Grid. Caution: in all. Each letter which you ‘know’ is automatically translated 

plan your movements carefully, because your AP investment is in the subtitles and displayed in pink. If you used the Al Bhed 

irrevocable. Compilation Sphere (see page 48) in the Submerged Ruins to 
load additional Primers, you'll find that you can already 

To start off with, you should move consistently forward, understand a little. Any Primers which have already been 

activating all the Nodes to improve your characters’ status loaded will not reappear in the game. 


levels. You'll need the relevant Spheres for this purpose. Tidus’ 
female companion is already in range of an HP Node, but does 
not yet have the Power Sphere required to activate it. 


DIVING 


You can dive along the anchor chain by holding down ©. Your target is indicated by a red triangle 
on your map. You soon reach a deeper level (Fig. 3). Thanks to his blitzball training, Tidus can 
hold his breath for as long as necessary. If you decide to ignore the target and swim back to the 
surface, you re-board the ship by pressing @. Once back on deck, you can collect another three 
Potions from the Al Bhed on the left. Then just talk to the girl to dive back into the water. You can 
keep repeating this procedure until you've collected 99 Potions. 


WAI 


A couple of Piranhas may swim across your path on the way to the Underwater Ruins (Fig. 4). 
These opponents are rather easy to defeat, and "2???" can steal Grenades from them. You'll soon 
be confronting a rather nasty boss, so you should aim to have at least five Grenades in your 
armoury. While in the Underwater Ruins, you can restore any lost HP at the save point (Fig, 5). 
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TIPS 


You've probably already used an Overkill to dispose of-a 


Keep an eye on the CTB gauge at the top right when switching 


couple of opponents. If so, your victory will have been between Attack, Item and other actions. Using an item takes 
rewarded with additional AP and more items, some of which less time than a normal attack, and therefore could change the 
may even be rare. In order to achieve an Overkill, you must battle sequence. 
deplete your opponents HP by a specific amount during the 
final attack. Take a look at the Monsters chapter to see the If you press ® during battle, your hero will assume a 

relevant figures for each opponent. defensive position rather than executing an action, thus halving 


the damage received by physical attacks. 


THE DEVIL IN THE WORKS 


Swim to the control panel and have Tidus open the gate using 
® (Fig. 6). Follow your companion through the hall at the end 
of the corridor (Fig. 7), where you'll be attacked by Piranhas. 
After defeating the scaly monsters, activate the machine under 
the ceiling before returning to the hall, You may want to quickly 
heal your characters … danger lurks ahead! 
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Have Tidus attack while your companion throws Grenades (Fig. a pincer movement and can no longer deploy his devastating ram 
8). Just steal some if you've run out. After suffering 350 damage attacks (Fig. 10). Now keep attacking, healing with Po’ when 
points, Tros disappears behind a pillar. You can no longer attack necessary. If you entered intg battle with a sufficient store of 
from this distance, but you do have a special Trigger Command at Grenades, you'll have no problam winning this fight. 


your disposal. You can select Stand by to help heal your 
characters: their HP will be increased by 50 points each. 
However, you may be better off pressing ® to decrease the 
damage to be incurred by Tros’ next attack. He is about to retum 
with a special attack which will inflict massive damage (Fig. 9). 


After a further 350 damage points, Tros retreats again. Now Tidus / 
has a new Trigger Command at his disposal: the Pincer Attack, 
which you should try out at once. Your opponent will be caught in 


THE RETURN OF SIN 


The red triangle on your map indicates a hole in the outer wall. 
Swim through it and dive down to your next destination (Fig. 
11). You'll discover an Airship, and you'll finally learn the name 
of your unconventionally clad companion: Rikku. She claims 
that Sin destroyed Tidus’ home, Zanarkand, 1,000 years ago. 
If you want to continue this conversation, address Rikku again 
directly. It doesn't take long for this cosy scene to be rudely 
interrupted by Sin. Tidus is washed overboard, following which, 
you get a chance to save your game. 
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WAKKA AND THE AUROGHS 


| idus gets to know the Besaid Aurochs 
blitzball team. Approach Wakka again after 
the initial dialogue (Fig. 1). From now on, he 
is a member of your party. You may want to 
take the opportunity to save your game and follow your new 
partner … or you may want to collect a few items. 


Address each of the Aurochs twice (Fig. 2). Four of he, five 
players will hand over gifts: two Po 


ns. Take a look at the chest to 
. To the 


otions and another three Potio 
the South-West of the beach: it contains two Ar 
East, in a bay, you'll also see a chest containing a Me 
(Fig. 3), but you have no use for this Key Item yet. Much later 
on in the game, however, you'll be glad you collected the Moon 
Crest: it will come in handy when combined with a very 
special weapon deployed by Yuna. Take a look at the Secrets 
chapter to find out more. 


ON YOUR WAY TO THE VILLAGE 


You'll meet Wakka again at the Crossroads: he's still going due 
East. You may as well follow him, since the other path is blocked 
for the moment. Go to the shore where Wakka is waiting: he will 
push Tidus in the water (Fig. 4). Here, again, you could find 
yourself facing the Piranhas at any time. Your new companion 
uses a ball to attack (Fig. 5). He already has a special attack at 
his disposal: the Dark Attack can be used to blind opponents. If 
youre battling three opponents, keep an eye on the CTB gauge 
and first attack the monster whose turn is next. 


Although the red arrow is directed to the North, you'l first have to 
swim to the East in an arc. You can use © to dive down to the 
three treasure chests shown on the map, which you can then 


open using ® as normal (Fig. 6). it's easy to miss the first two 
chests on the right, but you dont want to leave the 

or the Hi-Potion. However, there's no way you can miss 
the chest containing the two tes (Fig. 7). 


Once you reach the end of the Valley, keep going after a brief 
chat with Wakka on the Village Slope. Go down the slope to the 
village (Fig. 8). You can also turn around and take the Ancient 
Road back to the beach, but there's really no reason to do this. 
On your way to the village, you'l meet the Crusaders Luzzu and 
Gatta. Shortly afterwards, Wakka will ask Tidus about a prayer. It 
doesn't matter which of the two answers you select. 
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ou cannot leave the village for the moment, so 

you may as well take your time and look 

around. Five huts or tents are marked on your 

game map in the form of green squares. Your 
next destination, the Temple of Besaid, is in the North. You can 
buy a few items in the Shop in the first hut on the left (Fig. 1). 
In front of the entrance you'll see a chest containing a Phoenix 
Down. Behind the Shop, a narrow forest path leads to the 
West (Fig. 2). At the end of the path, three chests are waiting 
to yield their contents to a new owner: 400 Gil, a Hi-Potion 
and two Potions. 


THE GRUSADERS LODGE 


You can save your game in the tent next to the forest path, the 
Crusaders Lodge. There, you'll also be reunited with Luzzu and 
Gatta. The two Crusaders tell of the 800-year battle against 
Sin. The Crusader to the right 

is blocking your view of Al 

Bhed Primer Il lying on the 

ground to the right of the desk 

(Fig. 3). You'll see a Monitor to 

the left of the desk (Fig. 4). 

You can use this to consult 

Tutorials, or to refresh your 


VISITING THE TEMPLE 


Take Wakka's advice and pay a visit to the local temple (Fig. 
6). If you take a look at the statues in the Great Hall, you'll 
learn a little about Summoners and aeons. Now make your 
way back to Wakka (Fig. 7), who lives in the middle hut at the 
East of the village. Have a chat with him and then take a nap, 
after which you can return to the temple. If you approach 
Wakka, Tidus will automatically enter the Cloister of Trials to 
look for the summoner apprentice. 


knowledge of Basic Controls and Basic Terms. If you want to 
find out more about Sin, Yevon and Zanarkand, why not ask 
the old man strolling around the square outside (Fig. 5)? 
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xamine the symbol on the rear wall. New Í 


symbols will now appear to your right (Fig. 1). 
Take a good look at them, and confirm that you 
would like to touch the Glyph, upon which the wall will open (5) 
(Fig. 2). Go down the stairs and examine the wall mounting 
(Fig. 3). You'll find out how the different Spheres in a temple 
work. Take the Glyph Sphere from the mounting, and go down 
to the foot of the stairs (Fig. 4). If you examine the door and 
place the Sphere correctly, the door will open. >> 


> > Retrieve the Glyph Sphere from the right half-of the door the left-hand side. In order to open the chamber behind the 
(Fig. 5), proceed along the passage and turn the corner. Insert pedestal, just touch the symbols on the opposite wall (Fig. 7). 


the Sphere in the recess which you'll see in the middle of the Enter the chamber and take the Besaid Sphere from the wall 
left-hand wall (Fig. 6): the wall will-open. Behind the-wall, (Fig. 8). Insert the Sphere in the pedestal. The wall behind will 
you'll see a Destruction Sphere in a recess. Ignore it for the disappear, allowing Tidus to push the pedestal inside (Fig. 9). 


moment and continue_on your way until you see a pedestal on 
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You now have a-chance to end the Trials by simply-pushing the pedestal-along, but then you'd 
forfeit-a-useful item. Return to the eastern recess and take the Destruction Sphere (Fig. 10). 
Insert this in the secret chamber opposite the pedestals … the same room from where you just 
took the Besaid Sphere (Fig. 11). This-will open another secret chamber at the end of the main 
passage (Fig. 12), where you'll find a chest containing a Rod of Wisdom. This will prove to be an 
ideal weapon for the Summoner Yuna. There is a hidden item in each temple, Once you have 
found all six hidden items you will be able to open the way to a new aeon. Take a look at the 
Secrets chapter to find out all you need to know about this. oo 


10 11 12 
Now go back to the pedestal. Push it to the end of the position. This may be of use if you accidentally pushed the 
chamber by simply pressing yourself against it (Fig. 13). As pedestal too far or against a wall 


soon as the pedestal 
reaches the mark on the 
ground, it will sink into the 
floor (Fig. 14). You may have 
noticed a glowing switch on 
the wall (Fig. 15). If you 
touch it, the pedestal will be 
returned to its starting 
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f 
«_You won't be able to steal any items from the monsters for 
now. This information will only become relevant if you return 


| to Besaid later. 
HE 
aeon: Valefor (Fig. 1). (You can rename the 

En creature if you wish.) You can then chat to the 
Aurochs about the forthcoming tournament, or you can go to 
the left past the fire towards Yuna. Wakka asks whether the 
lady takes your fancy: you can reply as you like. Address him 
again, and confirm that you would like to go to sleep. During 
the ensuing dream, Tidus must go to the left towards Yuna for 


THE NEW SUMMONER 


ollow the rest of your party out of the great 
Great Hall. Outside, Yuna will summon her first 


the adventure to continue (Fig. 2). 


FINAL PREPARATIONS 

Tidus wakes up in the Crusaders Lodge. In front of the tent, Wakka hands him the Brotherhood 
sword (Fig. 3). The Equip function is now available in your main menu. Take a good look at your 
new sword: it has the weapon ability Strength +5% and three free ability fields. Give Yuna the 
Rod of Wisdom that you found in the temple. The weapon has a useful Sensor function, 
providing you with information about your opponents during battle. You'll also find a Map in your 
inventory. Together with Yuna and Lulu, Wakka and Tidus proceed towards the beach. 


HUNTING THE DOG … 


Although you can now go directly to the beach, it is a good 
idea to return to the village first. If you speak to the sales lady 
in the Shop (Fig. 4), she'll tell you that her dog recently dug 
something up. You'll find the dog in the hut to the North-East 
(Fig. 5). If you examine the animal, you'll see that it has 
something mangled and slobbery in his mouth. This will 
automatically enable Valefor to learn the Energy Blast 
Overdrive technique. If you return later, you'll find the dog and 


his owner together in the Shop or at the northern end of the 
village square. In this case, you only need to address the 
woman in order to learn this new technique. 


BATTLE TRAINING FOR EXPERTS 


On your way to the beach, you'll have a chance to become 
more familiar with the refinements of the battle system. Your 
fist confrontation will be with a Dingo (Fig. 6). It's Tidus' turn 
and your options are limited: you can only select Attack. 


effective against Ice and vice versa. So you know what you 
have to do: use the Thunder spell against the Water Flan. The 
effects of Fire and Blizzard against a water creature are 
reduced by 50% … and if you use Water you'l actually heal 


Afterwards, you're attacked by a Condor. Remember what 
Wakka said: flying monsters are generally his business. 


the monster (Fig. 7)! 


Up on the hillside, you'll find yourself battling a Water Flan. To 
start with, you can only attack normally. Your blow dissipates 
with practically no effect, and Lulu comes to your aid. Thanks 
to her Black Magic, she's able to deal with creatures who are 
resistant to physical attacks, hitting them where it hurts. A 
Tutorial telis you all you need to know about the opposing 
elements: the opposite of Water is Lightning, while Fire is 


A FINAL STOP 


Your party takes a break at the save point up on the hill (Fig. 8). It doesn't matter whether you 
ignore Wakka, join in his prayer or just look on … but it is important to save your game. Then 
follow the red arrow in the direction of the beach. On the Ancient Road you'll see a pillar to your 
left, bearing a blue seal with an inscription in Al Bhed. An ambush awaits you a little further on. 
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KIMAHRI STRATEGY 
Lel hd Tidus must take on this bass alone. Although his opponent is 
Steal: - one of Yuna's guardians, he won't hesitate to kill Tidus. 
Weaknesses: — However, you're not really in any danger since you enter this 
Elemental characteristics: battle with maximum stamina. Pay no attention to what your 
IM Fire pn opponent does: just use normal attacks in each round (Fig. 
|! Lightning: — 9). He will probably subside 
MW weer after five or six hits. Tidus’ 
HP and MP will be fully 
joe z restored, and you can look 


forward to a new addition to 
your little group: Kimahri is 
about to join you. 


TIPS 


Take a look at your game map: you'll see white squares to the left and right. You can also make out 
a treasure chest on the ruins above the path (Fig. 10). Don't worry about this for the moment, since 
you will only be able to reach them at the end of the game. The same applies to the white square 
which you'll pass at the Waterfall Way in the next section. 


After the battle against Kimahri, you'll find that the Besaid Shop's stock has changed. As well as the 

three ltems (see page 55), the shop now also offers weapons with the abilities Strength +3% or 

Magic +3%, as well as Armour with HP +5%. The items are very reasonable, but save your cash 
Í for now. In any event, you can obtain comparable equipment as a reward for victory in battie. 


BATTLE TRAINING FOR / 
EXPERTS - PART 2 |_Weapons Gil__ Abilities 


GS > 


Strength +3% 


The next opponent to confront you on your way to the beach is hik Magic +24 
a giant flying monster known as Garuda (Fig. 11). Power Bal Strength +3% 
Extraordinary measures will be required to defeat this Hagia Hog Hac +3% 
awesome creature: this is definitely a job for a Summoner. Use Seekers Shield HP +5% 

to select Yuna and then select Summon. You have no ei d 
other option at this precise moment. Remember: switching Seeker Kag He en 

Ît doesn't cost you any time. During the game, you can switch 


active characters is not deemed to be a move in the game, so Seekers Armguard âs ee 
between active and passive characters as often as you like. 


As well as the classic Attack, fighting with Valefor offers the 
option of using Sonic Wings — a special attack with the side- 
effect Delay. In addition, Valefor has the four standard Antidote 
elementary spells at his disposal. These will inflict the greatest 
damage during this particular confrontation (Fig. 12). If you 
press your = directional button, you'll also see three 
additional options. Shield and Boost have an effect on defence 

| and the aeon's Overdrive gauge, while Dismiss enables you to 

| recall your aeon and continue the battle with your normal 

| characters. Unfortunately, this particular feature doesn't apply 
to the fight at hand! If you manage to select Overdrive during 
the battle, you'll unleash a particularly powerful attack. 


As soon as you've defeated Garuda, the Formation function 
will be available in your main menu. This allows you to 
determine which three characters enter battle first. Remember: 
your characters’ Agility levels determine the action sequence 
during battle. If your victory was rewarded with new weapons 
or equipment, you should equip them now. 


If you don't want to waste time, you should open the main 
menu immediately after the first fight with Valefor. Then open 
the Config sub-menu. There, you can set the aeons' 
animations to Short. This significantly speeds up the mighty 
creatures’ battle deployment. Don't worry, you won't miss 
anything. The full animation sequence will always be shown 
the first time you summon a new aeon. 


BATTLE TRAINING FOR PROFESSIONALS 


Next, you'll have to fight yet another Garuda. You'l first have to 
select Wakka's Dark Attack skill. This ensures that your 
opponents physical attacks are ineffective for three rounds. 
The dark clouds around the monster's head indicate that the 
status effect has taken hold (Fig. 13). If you happen to be in 
possession of a weapon with a Sensor, this information will be 
shown at the top left of your screen, 


Once you've defeated the flying monster, you'll have to prepare 
for battle against three different opponents: Condor, Dingo and 
Water Flan (Fig. 14). Use the appropriate characters to attack. 
Remember: only those characters who have actively 


A WATERY DETOUR 


As soon as you reach the Crossroads, turn to the South 

towards the beach. Then go towards the ship in the West, 
remaining on dry land for the present. First let the other 
characters precede you on board, and then talk to the people 
on the jetty (Fig. 15). The priest will give you a Seeker's Ring, 
Which gives Yuna an HP bonus of 10%. You'll also be 
rewarded with an Ether, 400 Gil, a Phoenix Down and a 
Remedy. You'll have to address the woman in the front to the 
left (Fig. 16) and the child to the left on the plank twice before 
they relinquish their items. 


Board the ship in order to leave Besaid. If you decide to return 
in the direction of Besaid via the Waterfall Way, you may be 


Name 
Sinscale 


FINAL FANTAS Tel 


participated in battle for at least one round will be rewarded 
with AP. In this context, the term ‘active' includes defensive 
measures using ®. If you use CD to replace a character at 
the first opportunity, it will not count as a move, even if the 
character took a hit at the start of the battle. 


slowed down by random battles with familiar monsters. 
Although your comrades are actually already on the ship, they 
take part in the battle. But since victory in these battles is not 
rewarded with significant levels of AP this is really not the best 
way to increase your characters’ statistics. 


Corridor 


LEGEND 


Power Room 


5, our newest character, Kimahri, is now 
available in your menu. If you'd like a 
particularly short crossing, go to Yuna, then 
speak to Wakka and then return to Yuna. By 
the same token, your best bet is to ignore Yuna if you still have 
business to accomplish on the S.S. Liki. You'd be well-advised 
to save your game below deck, and to collect a couple of 
Potions. 


Next to the door leading to the bridge is a set of stairs. Take 
these down to the interior of the vessel, where you'll meet 
O'aka XXIII. If you talk to the trader again, you'll be offered a 
chance to invest in his business … but you won't be able to 
buy anything for the moment. Give him at least 1 Gil. The door 
on the left leads into the Cabin, where you'll find a Remedy 
hidden in a chest on the left-hand side. The suitcase on the 


O'AKA XXIII. 


You'll have four chances to invest in O'aka XXIll's 
business (Fig. 4). Make sure you give him at least 1 Gil, 
for O'aka is set to become the best and busiest trader in 
the whole of Spira. The four locations where you can 
hand over your money are: 


1.) S.S. Liki 

2.) S.S. Winno 

3.) Luca — Number 1 Dock 
4.) Mi'ihen Highroad 


The total amount invested will have an effect on the prices 
charged by O’aka on the Mushroom Rock Road. The reference 
price relates to the normal local Shop. 


Price level 
Shop x2.0 


1001-10000 Gil Shop «1.2 


Investment 
0-100 Gil 


An investment of 10,001 Gil will only pay off if you later buy 
goods worth at least 23,336 Gil on the Mushroom Rock Road. 
Only then will you really start to make savings. By then, 
O'aka's stock is quite interesting (see page 82), but it's 
debatable whether it makes sense to advance so much money. 
You'll have to decide yourself whether to give him more than 
10,001 Gil. 


THE GALM BEFORE THE STORM 


right is rather unusual: use @® to kick it (Fig. 1). Each kick will 
be rewarded with a Potion until you've collected 20. However, 
if your stock of Potions has already reached 20, kicking the 
suitcase won't yield any more. 


Once you're back in the Corridor, don't climb the stairs in the 
foreground immediately. Instead, go directly to the bottom right 
of the screen, where you'll see a door leading to the Power 
Room. You can admire Chocobos at their work. An 
inconspicuous Al Bhed Primer Ill is also waiting for you in the 
foreground to the right (Fig. 2). Got everything? Then go on 
deck and approach Yuna, before addressing Wakka and then 
talking to Yuna again (Fig. 3). You'll obtain some information 
regarding High Summoner Braska and Jecht. Sin launches 
another attack. 


STRATEGY 


You'll have to take on three more Sinscales next to Sin's raft 
(Fig. 5). Once you've disposed of all three, three more will 
take their place. Therefore, it's a good idea to knock out two 
Sinscales first while leaving the third pest alone. It may prove 
a nuisance, but is still less tiresome than a Sinscale trio! You 
always enter battle with Tidus, Yuna and Kimahri. Your first 
move should be to replace 
Yuna with Wakka. 


| 
| 


As soon as just one active 
Sinscale is left, use the long- 
range properties of Wakka's 
ball and Lulu's spells to 
attack Sin (Fig. 6). If it's Sin's 
turn, he will pull at the ship. 
However, there's no need to 
worry since this action does 
not pose any danger. Use 
Yuna to heal your wounded 
fighters, or simply send 
Valefor into battle. 
Incidentally, even Valefor's 
normal attacks have an effect 
on Sin (Fig. 7). Use an 
Overdrive if you get a chance. 


oe 


Once you've defeated Sin, 

Tidus falls overboard. Wakka 
follows him, and the two are 
attacked by a Sinspawn. 
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SINSPAWN 
ECHUILLES 


This Sin sidekick is also accompanied by Sinscales (Fig. 8). 
However, in contrast to previous battles, this time you should 
concentrate on the main monster. The nasty little Sinscales 
inflict a certain amount of damage, but you'll just have to live 
with that. Although one attack will suffice to dispatch one of 
the four Sinscales, he'll be replaced by up to two new pests in 
each battle round where Sinspawn Echuilles deploys his Drain 
Touch tactic. You'll soon realise that the Sinscales are simply 
distracting you from the task at hand. 


Sinspawn Echuilles always uses the same pattern when 
attacking. He deploys Drain Touch twice to attack one 
character, and then launches a single attack on both 
characters using Blender (Fig. 9). You can use Wakka's Dark 
Attack to nullify the Drain 
Touch. However, Blender will 
hit its mark, and since the 
Darkness effect only lasts for 
three rounds a new dose of it 
will be necessary. 


Your best bet is to use the 
following strategy: when 
Tidus' turn comes, select 
Cheer five times, and then 
just use Attack (Fig. 10). 
Have Wakka launch an initial 
Dark Attack, followed by two 
normal attacks. Then start 
from the beginning again. In 
the best-case scenario, you'll 
be able to end this battle with 
a residue of over 200 HP 
each, without having to heal 
your characters once. 
Nevertheless, remember that 
it's always better to use one 
Potion too many rather than 
one too few. 
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Object 


A Al Bhed Primer IV Ï 


PORT 


nfortunately, your heroic battle against Sin 
proved useless. Therefore, your options in 
Kilika are very limited until Yuna finishes 
sending the souls to the Farplane (Fig. 1). Before doing 
anything else, go towards the North-West into the Residential 
Area, where you will automatically spend the night. Your 
adventure continues in the Inn, where you will also have a 
chance to save your game. 


Leave the building, go to the 
left and then turn to the North 
in the direction of Kilika Woods 
(Fig. 2). You'll be able to watch 


_THE SHOP IN KILIKA 
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as a hut collapses and Tidus rescues a little girl if you 
approach her. Bravery has its reward: if you open the chest in 
the Tavern in the eastern quarter of the settlement, you'll 
collect an Ether (Fig. 3). You'll also see Al Bhed Primer IV lying 
in the centre, in front of the bar. Your luck holds: you'll be able 
to steal three Potions from a chest in the House … right under 
the owner's eyes! 


Now you can pay a visit to the shop to the South of the Tavern: it's pretty basic (Fig. 


4). Although the woman next to the chest sells weapons and equipment, she doesn't 


have any items in stock. Remember that 
you'll shortly be able to receive a Scout 
for Wakka free of charge, and Kimahri 
already has a Hunter's Spear. After 
visiting the Shop, go to Wakka, who is 
standing on the pier in the North-East. 
The two of you decide to visit the temple 
together. Your route takes you through 
the Residential Area to the North. 


Weapons 
Hunter’s Sword 


‚Gil , Abilities 
250 Sensor 


G__Phoenix Down 3 
tel) 


MONSTERS 
Name „HP „AP Steal 


zet 
Killer Bee 110 _ 9 Antidote / Poison Fang 


WALKTHROUGH 


Yellow Element____300 _ 9 Electro Marble / Lighting Marble © 


«Sinspawn Geneaux 3000 53 - 


©) 
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EXPLORING THE FOREST 


KAY ove forward a few paces to gain some more 
battle experience (Fig. 1). By using the Special 
ability Lancet, Kimahri will learn the Seed 
Cannon attack from a monster known as 

Ragora. From now on, he'll be able to use this as an additional 

Overdrive variant. You can use the White Magic Scan (or 

consult the “Monsters” chapter) to find out which opponents 

will ‘teach’ him other abilities in the future. You'll also find more 
information on this in the Walkthrough. 


To the North of the crossroads, you'll again see one of the blue 
Al Bhed symbols. Even if you've mastered all the letters, you 
won't be able to decipher this inscription. You'll first have to 
combine it with a similar inscription that is found later at a. 


quite different location. Gatta and Luzzu are standing a few 
metres away. They warn you against the Lord Ochu that can 
be seen out in the background (Fig. 2). You can enter battle 
right away, put in a little more training, or avoid the 
confrontation altogether: it's up to you. First, however, you 
should speak to Luzzu a second time in order to collect four 
Antidotes. 


Your best bet is to go back a little and pick up the two Mana 
Spheres. You should also remember to pick up the Scout 
weapon for Wakka (Fig. 3). It has the Sensor and Icestrike 
abilities, so you should equip it right away! 


Groups of Dinonix, Yellow Elements and Killer Bees render the 
forest rather inhospitable (Fig. 4). Dinonix turns his opponents 
into stone, but Yuna can cure this status effect using her 
Esuna White Magic. The monster itself is very nimble, so you'll 
have a hard time hitting him. However, like the Killer Bees this 
creature poses few problems for Wakka. Incidentally, Lulu's 
Blizzard is also effective against the Killer Bees. Her Water 


TIPS 


If an aeon's HP drops to 0, they cannot be summoned 
until they have been healed at the next Save Sphere. 


An aeon's Overdrive gauge is replenished both by 
attacks and by damage. 


CGHOOSING YOUR ENEMY 


You should save your game before taking on Lord Ochu. You'll 
find a save point on the Pilgrimage Road in the North (Fig. 7). 
Although the group seems to split up there, Tidus does not 
have to travel back to the South alone! Approach the 
battleground from the west to obtain three Phoenix Downs 
from the Crusader. If you advance from the South, you'll 
simply have an extra chat with Luzzu. Nothing special will 
happen if you approach from the North or East. Remember: 
you can avoid the fight with Lord Ochu and go straight to the 
North to take on Sinspawn Geneaux. 


spell is also just the thing to deal with the Yellow Element. You 
should alsa try to load Valefor's Overdrive. Take care to select 
Dismiss before the aeon runs out of HP, and look around for a 
save point to heal her. 


Three people are standing at the crossroads to the West of 
Lord Ochu. Two of them will flee if you approach and wait for 
a bit, while the third person moves to the side. If you talk to 
this person several times (Fig. 5), you'll be rewarded with a 
Remedy. If you need a Hi-Potion, you can repeat this little 
game at the crossroads ta the North of Lord Ochu (Fig. 6). 
Remember to open the nearby chest containing a Luck Sphere. 


o6 


If an aeon is knocked out, his Overdrive gauge drops 
back to zero. 


Aeons are immune against negative status effects 
such as Darkness, Poison or Sleep. 


LORD OGHU 


HP: 4649 


Â eal: Potion 


|Weaknesses: - | 
Elemental characteristics: | 

Fire Damagex1.5 | 
tn 5 | 
- Water. — 


Lice = 


|Weaknesses: — 
Elemental characteristics: 

Fire: = 

Lightning: Half damage 
WM water Absorbs 

Ice: Half damage 


STRATEGY 


Remember that this is not a normal boss fight: you can 
always take flight if things get particularly sticky. One 
important tip: Lord Ochu is vulnerable to Fire. This applies 
both to Lulu's magic (Fig. 8) and to weapons with the relevant 
ability. If Tidus has already learnt Haste, he should use it to 
speed up Lulu. Wakka can use a Silence Attack to prevent 
your opponent casting spells. Poisoned characters can be 
healed using Yuna's Esuna or Antidotes. 


Once you've inflicted 2,500 damage points on Ochu, he'll 
restore lost HP by sleeping (Fig. 9). This ensures that he 
fegains HP in each battle round. If you want to get on his 
nerves, wake him using a 
physical attack: he'll react 
with an Earthquake. You can 
simply circumvent (or fly 
around!) the problem by 
summoning Valefor (Fig. 10). 
Summon the aeon, attack 
normally, and then continue 
using Fire and/or Sonic 
Wings. However, remember 
that an Overdrive still inflicts 
the greatest damage. 


Once you've defeated Lord 
Ochu, you'll be in line for two 
rewards. Talk to Luzzu to 
collect an Elixir, and then pick meg 
up a NulBlaze Shield for Tidus- 
from the Crusader at the e 
crossroads in the West If 

you haven't done so before, 

you should now go up to the” 

temple. At the head ofthe 
stairs you'll be confronted by 
a Sinspawn, and there's no 
escaping this battle. 


AP: 48 


Weaknesses: Magic 
Elemental characteristics: 
Fire: Damage x 1.5 
Lightning: 


Absorbs 


STRATEGY 


Before dealing with the monster himself, you should get rid of 
his two Tentacles (Fig. 11), since these intercept spells directed 
at Sinspawn Geneaux. Use Haste if possible. Although the 
Tentacles are immune against Darkness, they are not especially 
difficult to defeat. Once you've 
dealt with the Tentacles, take 
on the creature's body; you'll 
you'll find that it's vulnerable to 
Fire (Fig. 12). 


Once the boss's HP has fallen 
to below 2,400, he'll open his 
shell … rendering him very 
vulnerable to normal physical 
attacks (Fig. 13). Sinspawn 
Geneaux regularly poisons his 
attackers, but the effects of the 
venom can be healed using 
Esuna or an Antidote, He also 
attacks using Water spells. You 
can either avoid this by 
utilising Wakka's Silence 
Attack, or use Yuna's NuiTide 
to nullify the effect of the spell. 
However, this only offers one- 
off protection. After savouring 
this relatively easy victory, it's 
time to visit the temple. 


TEA TEMPLE 


Great Hall 


TO THE GLOISTER! 


ou'll see people milling around in front of the 

temple, but they're an uncommunicative bunch 

with nothing to give you. After an encounter 

with an opposing blitzball team (Fig. 1), make 
your way down the stairs to the North and address Wakka in 
the Great Hall. The arrogant Summoner Dona will then enter the 
scene (Fig. 2). Now try to enter the Cloister of Trials. Although 
you must initially wait outside, you should enter the Cloister as 
soon as the lift returns. Once you've arrived below, go through 
the door in the background. As soon as you move to open it, 
you'll be asked whether you'd like to wait here or go inside. 
There's no point in waiting, so you should proceed. 
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KILIKA 
THE GLOISNER,OE GRIALS 


THE TRIALS 


xamine the pedestal to the left, remove the Kilika 
Sphere (Fig. 1) and insert it into the recess to the right 
of the door in the North (Fig. 2). Take the Kilika Sphere 
out again in order to open the passage. Go into the next 
chamber and insert the Sphere into the recess which you'll see 
in the North wall. A Glyph will appear (Fig. 3). Remove the Kilika 
Sphere again and insert it into one of the two recesses in one of 
the side walls (Fig. 4). If you touch the Glyph, a passage to the 
North will open. Now remove the Glyph Sphere from the 
pedestal (Fig. 5) and insert it into the other side wall. >> 


Antechamber 


Object 
A _ Kika Sphere 
B_ Destruction Sphere 


C_ Glyph Sphere 
D_ Red Armlet 


>> Go to the wall of flames and step on the glowing switch previous chamber. If you insert it into the recess from which 
to the right (Fig. 6): the pedestal will appear nearby. Take the you removed the second Kilika Sphere (Fig. 10), a secret 

Sp on the right hand side (Fig. 7) and insert it into chamber will open. 
the pedestal (Fig. 8). If you a 
push the pedestal onto the hd ike r X 
glowing switch, part of the floor 4 ' 
will vanish (Fig. 9). Now fetch lk à 
the G fp from the 
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Go down the stairs and take the next (Fig. 11) 
from the East wall. Insert it into the North wall and the exit door 
will be engulfed in flames (Fig. 12). Fetch the £ 
from the secret chamber (Fig. 13) and insert it on the 

level below (Fig. 14): this will reveal a chest containing a Red 

let (Fig. 15). This will protect Kimahri against Fire, Ice and 
Lightning, Finding the Red Armlet is also an essential part of 
obtaining the aeon Anima. Now all that remains is to remove the 
Kilika Sphere from the Northern wall in order to open the exit. 


A NEW AEON 


Talk to the guardians several times (Fig. 16) before running to 
the exit. After a while Yuna will appear together with Ifrit, her 
new aeon. Now return to the port. If you want, you can test 
the strength of Yuna's new aeon in the forest. Remember that 
\frit's element is fire, so you can heal him using fire spells (Fig 
17)! Once you've completed your business, you can sail forth 
on the S.S. Winno (Fig. 18) 
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5, OD WENNO 


Cabin [) 


Corridor 


£_® 


Power Room 


Potion 


Antidote 


VOYAGE TO LUCA 


ou could easily miss the treasure chest page 62 to find out more about the lending business. If you 
behind Letty: it contains a Hi-Potion (Fig. 1), lend him more than one Gil, he'll sell you the items on the list. 
but it will be 

more visible later. Al Bhed Pr 


Vis well camouflaged in the 
middle of the green carpet on the 
Bridge (Fig. 2). You'll find the 
trader O'aka waiting for 
donations near the Save Sphere 
In the Corridor (Fig. 3). Take a Ë 
look at the S.S. Liki section on o1 oa oa 


EAVESDROPPING ON WAKKA AND LULU 


Nothing will happen on board the ship unless you go on deck at the stern of the boat, or you can climb the stairs to 
and then climb up to the upper deck (Fig. 4). Here you'll eavesdrop on Wakka and Lulu three more times. 
witness a conversation between Wakka and Lulu. If you 

now decide to approach the blitzball lying in the middle of the 
deck beyond the Bridge (Fig. 5), you'll start the Jecht Shot 
Challenge. You won't be able to try this again until much later 
on, so it might be a good idea to save beforehand. Before the 
team starts practising blitzball, you can also talk to Yuna again 
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THE JECHT SHOT CHALLENGE 


Tidus' father Jecht was a legendary blitzball player (Fig. 6). There was a purpose to the challenge: if you succeeded, from 
You now have a chance to learn his trademark shot. To do so, now on, Tidus will be able to use this special shot when 
however, Tidus must symbolically rid himself of some playing blitzball. You'll only have to play one blitzball game 
unpleasant memories. Various sentences will be shown on during your adventure, and it really doesn't matter whether you 
screen. Move your directional buttons — or your left analogue win or lose. However, if you enjoy the game and would like to 
stick - in the relevant direction and press ®. If the text improve your chances of victory, you'll find the Jecht Shot very 
appears immediately above Tidus, just press the button. You handy. If you don't learn it now, you'll have to wait until much 
get one trial run, and then things get serious: you must hit later before you can return to the S.S. Winno and try again. 


eleven sentences within 10 seconds in order to pass the test. 


Your best bet is to tap ® repeatedly throughout, while moving 
your stick in the required directions. If you're successful, Tidus 
will perform the Jecht Shot under the admiring gaze of the 
Aurochs (Fig. 7). There's no need to despair if you fail though, 
just go across to Yuna to complete your trip to Luca. 
he O6 07 
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Name 
Sahagin Chief Number 3 Dock 
« Oblitzerator 6000 36 - 
Je ES Number 4 Dock 
Number 2 Dock é 
Number 1 Dock 
Ë 
Basement A 

| 
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Theatre - Main Hall 
Mi'ihen Highroad 


Theatre - Reception 


Theatre - Entrance 


/ 


Luca Square 


LONG LIVE 
BLITZBALL! 


fter arriving in Luca (Fig. 1), you'll have to go 
across to the neighbouring dock in the North- 
East, where the religious leader of Spira, 
Maester Mika, is just arriving. He is accompanied by the young 
Maester Seymour, a member of the Guado people. You'll see a 
treasure chest marked at Number 2 Dock on your map, but you'll 
only find it there after this event. But first let's focus on what 
matters in life: blitzball! 


Blitzball is on the agenda …. along with sorne extensive 
explanations (Fig. 2). Don't worry: there's no need for you to 
memorise the seemingly endless rules for now. You've got a while 
until the first game, and there's plenty of time for you to get to 
grips with the blitzball rules. After the Tutorial, you'll discover that 
Auron has been spotted in a cafe. Your acquaintance from 
Zanarkand is apparently a renowned guardian in Spira. If you like, 
you can brush up on the blitzball rules again by examining the 
Monitor to the left of Wakka (Fig. 3). 
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TREASURE HUNT 


Before meeting Yuna, you'll have a chance to collect a few 
useful items. You can expand your vocabulary in Basement B: 
Al Bhed Primer Vl is lying just behind a player's foot (Fig. 4). 
You may as well take the opportunity to open the chest at the 
end of the passage: you'll be rewarded with two Hi-Potions, If 
you want you can leave the tour of the docks for later, but if 
you do choose to have a look around, you'll find two treasure 
chests on the Number 5 Dock, hidden behind a huge stack of 
crates (Fig. 5). There's also a new chest waiting for you on the 
Number 2 Dock. Once you've completed your tour of the 
docks, your booty will include an HP Sphere, a Magic Sphere, 


THE FLYING TRADER 


Take a good look at the gentleman with the green rucksack on 
Number 1 Dock (Fig. 6). It's O'aka, and now he has a few 
useful items on offer. You'l find the Thunder Spear, with its 
Lightningstrike ability, handy in forthcoming battles, although 
its not absolutely vital. 
However, the Stunning Steel 
sword has the rare Slowtouch 
ability, and is therefore a 
useful - if expensive - addition 
to your armoury. 


os 


A VISIT TO THE THEATRE 


You'll meet Yuna at the southern Stadium exit. While you're 
there, why not pay a visit to the Theatre? The Monitor in the 
entrance area (Fig. 7) is now displaying Fiend Info. This new 
function provides you with tips on fighting specific opponents, 
in this case Bomb and Dual Horn, 
and you can also gather some 
practical experience (Fig. 8). 
Don't worry if this training battle 
costs your group their lives, they 
will simply come back in the 
same state they were in before 


TIPS 


If you enquire at the Reception desk, you'll be able to enter the 
Main Hall, where you can savour the game's movie sequences 
and musical interludes one more time. However, this is a 
rathef expensive pleasure, since you'll first have to buy Movie 
Spheres and Music Spheres from the two little men at the 


SEARCHING FOR AURON 

You can look around the Square à bit more. If your funds are 
low, you'll find 1,000 Gil further to the East (Fig. 10). If you're 
eager to spend your money, take 
a look at the woman on the right 
of the Square: she has a dog on 
a leash (Fig. 11). The lady is 
selling weapons and equipment; 
see the Luca - Shop section. 
Now enter the Cafe to the North 


two Phoenix Downs, 600 Gil and a Tidal Spear. Kimahri will 
find the Tidal Spear a useful weapon, since it has the abilities 
Piercing and Waterstrike. 
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Weapons ‚Gil, Abilities 
Stunning Steel 3050 _ Slowtouch 


Thunder Spear 1125 Piercing, Lightingsrike 
Magic Bange 1250 MP +5% 


the battle. Incidentally, Kimahri cannot learn any new Overdrives 
during these practice battles. Your Overdrive gauges will not fill 
up during these practice battles. You'll find. Al Bhed Primer VIl 
lying on the ornate carpet in Reception (Fig. 9). 
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Entrance to the Theatre. You can view a maximum of 50 films, 
each of which costs 5,000 Gil, or listen to a total of 68 
musical interludes at 2,000 Gil each. Since you can return 
here later on in the game, there's no need to buy any now. 


(Fig. 12). Although Auron is not there, the café is occupied by a 
band of kidnappers who promptly disappear with Yuna. 


[SHOP IN LUGA RLAAL FANTAS! 
Weapons ‚Gil, Abilities 
Warriors Sword 150 Strength +3% 
Enchanted Rod 150 Magic +3% 
Power Ball 150_ Strength +3% 
alMog 150 Magic 3% 

Halberd 225 Piercing, Strength +3% 
Shield 250 Defence +3% 

250 Defence +3% 

250 Defence +3% 

250 Defence +3% 


RESGCUING YUNA 
Your destination is the Number 4 Dock. Since the direct route” 
there is blocked, you'll have to go West, out of the Stadiufn. Eac{K _where you'll find yourself facing a formidabfe Boons? ij vour 
time you try crossing between the docks, you'll be attacked by fighters would like to put in a little more training, you can go back 
two Workers (Fig. 13). If you happen to have weapons with the for random encounters with more Workers on the docks. 
Lightningstrike ability, you should 
equip them now. Otherwise, you'll 
find Lulu's Thunder very effective 
(Fig. 14). Try and use Haste to 
speed up Lulu's actions. On Dock 
4, you'll have to battle two robots 
three times in a row. Once you've 
finally defeated them, you should 


STRATEGY 


With 6,000 HP the Oblitzerator is a hard nut to crack. There's a 
one-in-three chance that he'll Counter attacks. Incidentally, 
Counter means that an opponent hits back immediately or 
casts a spell, even if it's not his turn. Such an action does not 
count as a turn in the context of the battle. 


OBLITZERATOR 


Half damage 


re ele Le Your opponent will use Darkness to counter physical attacks 
0 and Silence to counter magic attacks. These status ailments 

Ice: Half damage | last for one round. You're lucky that there's a crane, but you'll 
need to power it up before you can use it. Have Lulu cast 
Thunder on the crane three times (Fig. 16). If Tidus has 
mastered Haste, you should speed up Lulu at the start of 
battle. Following the third Thunder spell, Tidus will be able to 
use a Trigger Command to set the crane in motion. It will sever 
the Oblitzerator's upper half (Fig. 17), reducing your opponent's 
HP to 1/16 of the current level. This means that the machine 
has a maximum of 375 HP left, so defeating him shouldn't 
pose too much of a problem. 


BEING THERE IS EVERYTHING 


Yuna is now safe, and Wakka gets to lead the Aurochs to If you are determined to win though, there are a few things 
victory in the first match of the tournament. Now it's your turn. you should remember (see Blitzball-Tips.) 

You have one last chance to learn the rules of the game in the x 
Locker Room: just have a word with Datto to do so (Fig. 18) 
Once you're ready, turn to Wakka (Fig. 19). This is the only 
blitzball session which you absolutely have to complete. 
Unfortunately, it turns out to be quite a difficult match to win. 
The result does not affect the rest of the story however, and 
the prize for victory - a St Sphere - is no great reward. 
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LITZBALL-TIPS 


that you get more experience points. 


Winno (see page 72). 


interrupts any action … 
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A FAMILIAR ENEMY 


Once the game is over, you'll get a chance to save your game 
before enemies attack the Stadium. Tidus and Wakka must 
eliminate a total of 17 Sahagin Chiefs. You'll face three 
opponents during the first battle (Fig. 22). During the second 
battle, you'll again face three opponents, but three more are 
waiting behind them. And the third group has five ‘substitutes' 
waiting to enter battle. Use Haste whenever possible, and 
exploit Wakka's Overdrive to the full (Fig. 23). If you stop the 
three rolls on the same colour, all enemies will be damaged. 
Unlike when dealing with Auron and Tidus, the time taken has 


AURON RETURNS 


Auron first gives a short solo performance: he can dispose of 
his enemies using a single shot (Fig. 24). He then joins forces 
with Tidus and Wakka in battle against a Garuda (Fig. 25). Use 
Wakka's Dark Attack immediately to ensure that the monster's 
next three attacks fail. Use Auron's Power Break to weaken the 
Garuda's physical attacks — just to be on the safe side. After 
this battle, Seymour intervenes. The monsters are helpless 
when faced with his aeon Anima. Once the fighting is over, 
you'll learn of a connection between Jecht and Sin. 


Try to hold the ball in the first half of the match (Fig. 20). Make full use of passes, so 


During half time, equip Tidus with the Jecht Shot technique if you learnt it on the S.S. 


Wakka comes on in place of Tidus three minutes after the start of the second half. This 
even a shot at goal. Therefore, you should ensure that the ball is 
passed quickly to Tidus so that he can execute the lengthy Jecht Shot (Fig. 21). 


The Jecht Shot puts two defenders completely out of action, so there's no need to 
include them when calculating offensive and defensive levels. 


If the game is still a draw at the end of normal time, there's another break and then the 
teams play on until the game is decided by a Golden Goal. 


no effect on the damage done by the Overdrive. The colours 
appear in the following sequence: yellow, blue, white and red. 


Auron will be part of your team from now on. Go to the edge 
of the city, where he officially offers his services to Yuna (Fig. 
26). Head out of Luca and climb the stairs to the Mi'ihen 
Highroad. If you feel like doing 

a little shopping before you leave town, you'll find that 
weapons and items are now being sold at the Main Gate inside 
the Stadium (Fig. 27). The items on offer also include a few 
for Auron: a Shim . Prices and 
abilities are the same as the equipment for Kimahri. This is the 
best place to get equipment and items for now, as O'aka has 
already moved on, 


| MONSTERS 
Name HP AP_ Steal 
Floating Eye 14021 Echo Screen / Husk 
MiihenFang ___160 20 Potion / Sleeping Powder 
Ipiria 180 24 Soft / Petry Grenade 
Raldo 240__20_ Potion / Hypelo Potion 
Vouivre 255 14 Potion / Sier Hourglass 
White Element__390 20 Antarctic Wind xl / #2 
Thunder Flan 45024 _Elearo Marble xl / xl 
Bomb 850 22 Bomb Fragment x2 / 13 
Dual Hon 1875 4) Potion / Hi-Potion 
Potion 
‚Object ‚Qty 
A_N Bhed Primer VII 1 
B_Al Bhed Primer IK | 
C_ Antidote 1 
D Antidote 4 
E Ether I 
F_ Eye Drops | Central 
G_ Fortune Sphere I 
HG 600 (LN 
LG 200 
|} Heat Lance 
K_Hi-Potion De 
L_ Hi-Potion South 
M_Hi-Potion 
N_ Hunters Spear 
ke Brand 


Uy. 1 Key Sphere 
ly. 1 Key Sphere 
Mars Crest 

Mega Potions 


Ee -BoRme 


Chocobo Feather 


South End 


Luca 


©) 


Mushroom 
Rock a ©, 


North End 
4 
Newroad, North © 
EN 
EN Oldroad, we) 
@ 


Agency, Front 


UGH 


GIFTS FOR THE SUMMONER 


our journey is pretty straightforward at first. 
Talk to all the people you encounter on the 
road (Fig. 1), and after just a few metres, 
you'll have received a High Potion, two 
Antidotes and a Hunter's Spear. This weapon provides Kimahri 
with three practical abilities: Piercing, Sensor and Strength 
+ 10%. You'll see an old man on the left side of the road. This 
is the historian Maechen, who is known all over Spira for his 
knowledge of the past. He'll offer a sample of his knowledge at 
an old ruin further to the North (Fig. 2). Don't forget to open 
the chest containing an Ice Brand sword: you'll find it behind 
the building. 


Numerous Fiends are also travelling along the Highroad, Your 
first battle here will once again highlight Auron's strengths. 
After the initial fight, focus your attention on two monsters: 
Bomb (Fig. 3) and Dual Horn (Fig. 4). Using his special Lancet 
attack, Kimahri can learn Self Destruct and Fire Breath from 
these monsters. However, Self Destruct should be used with 


TIPS 


From now on, you can teleport to the blitzball Stadium from 
any Save Sphere. Take a look at the Blitzball chapter to find out 
more about the game, including the various prizes on offer. 
Amongst these, you will notice extra Overdrives for Wakka, 
such as Attack Reels. 


DUEL OF THE AEONS 


caution: although it inflicts massive damage, Kimahri is 
removed from the battle, and cannot be replaced by another 
team member. 


| 
} 
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if || 


Also, you can now use the Blitzball Scout System to sign new 
players to the Aurochs. Use the @ button to talk to people, 
and if they are blitzball players, you will see a list of their stats 
and be given the opportunity to sign them if they are not 
already signed to another team. 


Shortly after meeting Maechen, you'll come across three Chocobo Knights. A few metres further 
on, you'll see a woman called Belgemine to the right of the road (Fig. 5). If you talk to her, shell 
challenge Yuna to a duel of the aeons. Don't worry if your aeons are dead or damaged, as 
Belgemine will heal them before the battle. Unfortunately, there's no Save Sphere nearby, so you'll 
have to go back to the start of the Highroad if you want to play safe. Of course, that may offer a 
chance for your characters to put in a little more training! Belgemine will vanish as soon as you 
reach the Mushroom Rock Road (see page 81). 


IFRIT VS. VALEFOR 


Belgemine is relying on Ifrit. You'll therefore have to summon 
Valefor, since two of the same aeon cannot fight each other. I's 
almost impossible to defeat the enemy using Overdrive (Fig. 6) 
alone. Remember that your aeon will have to take quite a long 
rest after such an attack - and that the enemy will attack several 
times during this pause. Therefore, it might be a good idea to 
attack a few times before using Valefor's Overdrive, even if you 
send her into battle with a full 

Overdrive gauge. 


in order to protect Valefor (Fig. 7). Since your opponent is 
immune to the Sonic Wings attack's Delay effect, you should 
rely on normal attacks or use Blizzard spells (Fig. 8). 


If you lose, you'll receive a Seeker's Ring as a consolation prize. 
If you win, Belgemine will present you with an Echo Ring with 
the abilities HP +10% and Silence Ward 


\frit attacks by alternating between 
a normal Attack and a Meteor 

Strike. You should select the Shield 
function before each Meteor Strike 
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TIPS 


Kimahri only has a small area on the Sphere Grid at his 
disposal. However, he can move into other areas using a 

Lv. 1 Key Sphere: it's up to you where he goes. It might make 
sense to go toward Rikku's area first, so that you can learn the 


Steal ability. Then, by heading for Tidus’ area, you can learn 
Haste and increase his agility at the same time. Finally, head 
for Auron's area to build up Kimahri’s strength. 


THE CHOCOBO KNIGHTS 


In the second Highroad section, you'll see a chest containing a 
Remedy lying behind a Chocobo Knight. A few metres further 
on, you'll see a ball lying on the road (Fig. 9). Leave it alone and 
have a word with the child nearby. If you then kick away the ball, 
the child will reward you with three Softs. A man wearing white 
trousers and a blue shirt will present you with a Red Ring. 


The passers-by on the Highroad — Central section are rather 


FINAL PANTAS Tol 


Antidotes and 600 Gil. Don't forget to examine the chest lying to 
the right of the road: it contains 2,000 Gil (Fig. 10). You'll also 
find an Ether lying in front of the Crusaders’ wagon. Behind the 
cart, a woman will give you a Hi-Potion. To the right, in the bay, 
you'll meet with Luzzu and Gatta (Fig. 11). A little later you'll 
meet Shelinda again (Fig. 12), before practically stumbling over 
a chest containing three Eye Drops right in the middle of the 
road. 


generous: you'll be presented with a Lv. 1 Key Sphere, four 
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RIN'S TRAVEL AGENGOY 


Your group takes a well-earned break here. You can have a chat with Yuna outside. A customer will 
present you with a Lv. 1 Key Sphere after the subsequent dialogues. You can make a few purchases 
at the counter (Fig. 13), and an Al Bhed Compilation Sphere lying on the floor enables you to load in 
additional Al Bhed Primers from other Final Fantasy X saves on your memory card. If you try to leave 
the premises, the proprietor will press you to take Al Bhed Primer VIII, and he'll add two Mega- 
Potions to your inventory. Save your game before leaving to check what's happening to the North. 


| 


You'll have a chance to fill your Overdrive gauge if you head South first. 13 
[RIN'S SHOP 
| Weapons Gil, Abilities ‚items _Gil 
Warriors Sword _150_ Strength +3% Potion 50 SHOGCOBO 
Enchanted Rod _ 150 Magic +3% Phoenix Down 100 C 5 ein 
Power Ball 150_ Strength +3% Antidote 50 EATER | 
u 150_ Magic +3% Eye Drops ENE f 
Halberd S_ Piercing, Strength +3% Echo Shield lid hi 
Shimmering Blade 225 Piercing, Strength +3% Grenade steal: Potion 


Pearl Shield 250 Magic Defence +3% 
Pearl Rig 250 Magic Defence +3% 
Pearl Armguard 250 Magic Delence +3% 
Pearl Bangle 250 Magic Defence +3% 
Pearl Armlet 250 Magic Defence +3% 
Pearl Bracer 250 Magic Defence +3% 


STRATEGY 


If possible, you should first use Haste to speed up Lulu, and 
then inflict Darkness to teach your opponent a lesson. Auron 
can then attempt a Pow ‚ but this attack does not always 
succeed. Lulu's best bet is to use Fire (Fig. 14). 

In order to ensure that all your characters gain AP. they should 
each take part in at least one battle round if possible 


Map 


Physical attacks will only have the usual effect if executed using 
weapons with the Piercing ability. Once you have caused over 
1,200 HP of damage to the Chocobo Eater, he will fall on his 
back, rendering him vuinerable to normal attacks (Fig. 15). 

If you manage to take off a further 500 HP while he's on his 


Weaknt Darkness, Power 


Break, Slow 
Elemental characteristics: 

MN Fire Damage x 1.5 
Lightning: — 

MM Water = 

lee: - 


back, the monster will be pushed close to the abyss at his rear. 
Unfortunately, your own fighters also have their backs to an 
abyss … 


There are various ways of concluding this battle. If you manage 
to push your opponent over the precipice, you'll be rewarded 
with two Lv. 1 Key Spheres. In order for this to happen, you'll 
have to push the monster forward in the manner described 

(Fig. 16). However, if the Chocobo Eater manages to push your 
party over the edge, you will be forced to continue your journey 
from the Highroad — Oldroad South, near the Save Sphere. You'll 
also have to make do without any AP or new items. 


RIDING THE GHOGOBO 


If you've managed to defeat the Chocobo Eater, you'll continue 
your journey in front of Rin's Travel Agency. If you have a 
word with the attendant (Fig. 18), you'll be able to borrow a 
Chocobo free of charge. If you choose not to take the 
attendant up on her offer, another attendant at the northern end 
of the Highroad will give you the same deal. 


You cannot fight while riding a Chocobo, which means that 
you cannot gain additional AP. However, you can talk to people 
and collect items … such as Al Bhed Primer IX lying on the 


HIGHROAD — NORTH END 


At the North End of the Highroad, you'll notice a chest 
containing two Hi-Potions to the left. You can rent Chocobos 
next to the cages (Fig. 22). You will pay an increased price if 
the Chocobo Eater managed to push your party over the edge 


Take a look at the Monitor next to the tunnel in the North 

(Fig. 23): it provides some useful information concerning 
Funguars, Garudas and Basilisks. Since your way is blocked, 
you should pay a visit to the Oldroad in the East. 


THE 
OLDROAD 


Jump onto your Chocobo: two 
feathers (Figs. 24, 25) help you 
gain possession of Scout, 
Thunder Blade and a Fortune 
Sphere. 


You'll meet O'aka near the Save Sphere on the Oldroad - South. 
This is your last chance to give him money and influence his 
prices. If the Chocobo Eater pushed your party over the edge, 
your journey will continue from this point. 


SEYMOUR CLEARS THE WAY 


After your detour on the Oldroad, dismount at the North End 
and walk towards the barrier. The man to the right is 
discussing the plans of the Crusaders and the Al Bhed. His 
comrade to the left (Fig. 27) is handing out small gifts in 
return for donations. There's no need to choose between the 
items on offer as you can acquire them all. 100 Gil will buy 
you a Scout with the Sensor ability, while 1,000 Gil will buy 
you an Ice Lance with Piercing and Icestrike. If you shell out 
10,000 Gil, you'!l be rewarded with a Moon Ring which has 
the SOS Shell and SOS Protect abilities. You can also make 
multiple purchases of each item. 


northern Newroad (Fig. 19). Whilst riding a Chocobo, you may 
want to examine the Chocobo Feather (Fig. 20), which will 
cause your Chocobo to leap to a higher level. This is the only 
way you can reach the chest containing the Heat Lance. 


If you continue your journey on foot North from Rin's Travel 
Agency, you'll meet a variety of Ipirias, Thunder Flans and 
Vouivres (Fig. 21) 


To the South, at the end of the cul-de-sac, you'll come across 
the Mars Crest (Fig. 26). This Key Item is not yet useful, but it 
is very valuable. Now continue North, towards the roadblock. 


The guard on the right will not let you pass, but if you leave 
the passage, Seymour will appear and ensure that you are let 
through (Fig. 28). Don't follow him until you've completed all 
your business, as you won't be able to return from the 
Mushroom Rock Road for a while 


LMONSTERS 


Steal 


|_Name HP, AP 
Gandarewa 148 3 
Raptor 20 3 
Lamashtu LE 
Red Element 450 2 
funguar 540 4 
Garuda 1400170 


« Sinspawn Gui 12000 400 
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Electro Marble xl / x2 
Soft / Petry Grenade 
Potion / Sier Hourglass 
Bomb Fragment xl / xl 
Silence Grenade / Ether 
Smoke Bomb xl /x2 
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AN INVITATION FROM 


ou'll generally receive items from talking to 
people. The guards to the left and right of 
your starting point (Fig. 1) will present you 
with a Remedy and a Tough Bangle, which 
offers Lulu a bonus of HP +20%. Also in the area, you will 
find an Ether, a Hi-Potion and two Phoenix Downs, Yuna is 
summoned to an audience, so you'll have to head North-West 
towards the Mushroom Rock — Valley. You'll meet O'aka again 


at the corner (Fig. 2). How on earth did he manage to overtake 


you again? His prices now depend on the amount of money 
you invested in his business earlier. The prices in our table 
correspond to a basic price of 100%. You'l have to multiply 


ON THE MUSHROOM ROGK 
O'AKA 


Weapons 
Ice Brand 


„Basic price Abilities 
150 Gil 


Hetal Shield 525 Gil ence 
Rod of Wisdom 525 Gil Magic +3%, Sensor 


fi MMP +5% | 
HP_+5%, SOS Nulfrost 


Slow Ward 


1575 Gil 


Basic price 


EN-ROUTE TO THE MEETING 


Pay special attention to the Funguar during battles (Fig. 3) as 
they use Poison to counter physical attacks. Fight Funguar 
with magic (preferably Fire), or try out Wakka's Sleep Attack. 
Of course, Garuda are even more dangerous, but you already 
know that Darkness is the best weapon against this flying 
monster. 


After receiving a Hi-Potion from a nearby person, climb onto 
the round platform past the next Save Sphere and you will be 


SEYMOUR 


these figures by 70%, 120%, 150% or 200% to obtain the 
current prices. Take a look at page 62 to find out more about 
the principle underlying O'aka's price structures. 


carried upwârds (Fig. 4).,On your way to the North, make sure 
youvopen the three chests,containing 1,000 Gil,a Remedy and 
a Hi-Potion. Don't forgetto have a word with the guard next to 
the first chest (Fig. 5) for whieh you'll be rewarded with ten 
Potions. If you bump into Shelinda, make sure you talk to her 
(Fig. 6) as she will fully restore all your characters’ HP and MP. 
f only you could take Shelinda along! However, she would 
probably find you pilgrims rather slow as she always manages 
to keep one step ahead. 


Near the Chocobo Knight Elma, another platform takes you up 
to the Mushroom Rock — Precipice. You will receive an 
X-Potion from the man at the top. After travelling a little further 
to the North, turn to the left. There you'll find yet another 
transportation platform which takes you down to a chest 
containing a Serum Armlet. The next turn-off to the West takes 
you to Al Bhed Primer X (Fig. 7). Talk to the man who is by the 
platform to the North and you will receive 400 Gil. 


If you have a word with the guard next to the Machina right at 
the top (Fig. 8), you'll be rewarded with a Mega-Potion. 
If you're curious about Wakka's late brother, Chappu, take a 


few steps to the South before entering the Machina. After the 
conversation between Luzzu and Gatta you'll have another 
chance to talk to Luzzu who has some interesting information 
to reveal. 
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TIPS 


In areas where you're likely to confront monsters, there's no 
harm in wandering around a bit. The more AP you collect, the 
more you can progress on the Sphere Grid, and the easier it 
will be to defeat future opponents. If Lulu has already mastered 
the second stage elemental spells - Fira, Thundara, Watera and 
= you'll find the vpcoming boss fight easier. On the 
other hand, if you take the quickest route through the game you 
could have a hard time surviving future battles. 


OPERATION MI'IHEN 


Walk up to the Command Centre (Fig. 9). The Knight in front of 
the entrance will provide you with information on the planned 

operation. Next to the Save Sphere, you'll find O'aka waiting for 
you again. He's now offering some very expensive (and very 

valuable) weapons, with useful abilities. With Counter Att 
your character will respond to a physical attack by an enemy 
with an AOK of his/her own, which will not count as a battie 


touch will occasionally add Petrification 
to a physical attack, although some fiends are immune to this. 
Once again, the prices charged depend on your previous 
investments (see page 62). The list below states the basic 
price of 100%. 


When trying to enter the warehouse, you'll be stopped by 
Gatta. I's up to you how to react. Gatta will then go away, but 
you will have another chance to talk to him. If you select the 


[O'AKA 


| Weapons Basic price, Abilities 


heenger 4050 Gi Counter-Atack 
Tao. 5050 Gil__ Stonetouch 

Sentry 9075 Gil Pierang + Initiative 

Pearl Ring 250 Gil Magic Defence +3% 

White Armlet 1550 Gil__ ke Ward 

Mert Armlet 250 Gil Sleep Ward 

Blue Bangle 2625 Gil__ Magic Del. +3%, Water Ward 
Red Ring 6150 Gil__ Fre Ward, SOS Huiide 


Lucid Armguard 1875 Gil Magic Def. +3%, Confuse Ward 


Items Basic price 
Potion 
Phoenix Down 100 
Antidote 50 
Eye Drops 50 
Echo Screen 50 
ETE 
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Sooner or later, your characters will learn new Overdrive 
Modes. Tidus should be the first to learn a new Overdrive 
Mode: in this case the Warrior mode. Once the message has 
been displayed, you'll have to activate this new function in your 
Overdrive menu. The Overdrive Mode Warrior may fill 
Tidus'Overdrive gauge faster than his original mode, Stoic. 


bottom option both times, Gatta will not survive the vpcoming 
battle. Otherwise, Luzzu will die. Your decision will not change 
the course of the game for your party. 


lts easy to miss one of the two chests (Fig. 10): it contains a 
Serene Bracer, while the other chest contains a Mega-Potion 
You'd be well advised to save your game here, and then have a 
word with the soldier standing near Seymour (Fig, 11), which 
will initiate the next battle (Fig. 12). As with othe 
fight, you should enter the battle with 
especially the aeons' 
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HEAD ARMS x2 


STRATEGY 
This dangerous opponent consists of four parts. You only need 
to target the torso, since the arms intercept physical attacks 
against the body (Fig. 13). Direct physical attacks only have 
an effect if you use a weapon with the Piercing ability. A 
shattered Arm will regenerate after two or three battle rounds. 


You'll find Cheer and Power Break useful. First use Haste to 
speed up Yuna, so that she can use her healing powers more 
quickly. Lulu should attack the torso with an elemental spell 
(Fig.14), while Auron should first deal with the arms before 
turning his attention on the torso. The Head can also pose a 
few problems. If one of your fighters points out that the Head 


SINSPAWN GUI - ROUND 2 


No sooner have you defeated the monster than you have to 
enter battle again. This time however, things are considerably 
less difficult. Sinspawn Gui has just 6,000 HP. his Head 1,000 
and his Arms another 800. You'll be fighting alongside Yuna, 
Auron … and Seymour! (Fig. 17) This means that the battle is 
practically child's play. While Yuna concentrates on healing, 
Seymour will use his powerful elemental spells to attack the 
creature - so there's really not much left for Auron to do! 


This is your only chance to see Seymour's Requiem Overdrive 
in action (Fig. 18). The explosion spares none of your 


LIFE GOES ON 


Following your victory you'll receive six Lv. 1 Key Spheres, 
allowing you to unlock new areas on the Sphere Grid. You'll 
then have to find Gatta or Luzzu on the North of the beach 
(Fig. 19). After another movie sequence, you continue your 
journey in the Mushroom Rock — Aftermath area. The map 
shows a link with the southern area of Mushroom Rock, but 
you cannot make use of this yet, even though a green square 
on the game map indicates an “exit”. For the moment, your 
only option is to set off towards the North-East in the direction 


is moving suspiciously, have Lulu cast a spell on it, or have 
Wakka perform a physical attack on it (Fig. 15). This will 
enable you to prevent a dangerous poison attack. 


If Lulu has mastered second level elemental spells such as 
Fira, she'll be able to help destroy the Arms temporarily. This 
will give your group a free rein, allowing them to concentrate 
their attacks on the torso, You should also have the aeons 
come to your aid (Fig. 16). Their Overdrives will inflict a few 
thousand HP damage. If possible, have each of your 
characters take part in at least one round in order to gain AP. 


15 1e 


opponents. Unfortunately, it takes quite a while for the young 
Maester's Overdrive gauge to fill up. 


of Djose (Fig. 20). Don't forget to examine the chest containing 
a Hi-Potion. You'll also encounter Shelinda and O'aka again, 
but the latter is now only selling Items. 
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L MONSTERS 


|_Name „HP, AP, Steal N 
Gandarewa, 148 32 Elecro Made xl /x2 | 8 
Bite Bug 20040 Antidote / Poison Fang, rr 
Simurgh 200 48 Smoke Bomb xl / x2 \ 
Garm 24048 _Hi-Poton / Sleeping Powder 
Bunyip 400 48_Hi-Potion / Hypelo Potion 
Funguar 540 44 Silence Grenade / Ether 
Snow Flan 600 48 _Antarcic Wind x2 
Basilisk 2025 140 Perrify Grenade 


EE Mushroom Rock 


FRIENDLY GIFTS 


ou'll receive numerous gifts en-route to the A er Xl lying behind a rock (Fig. 3). Don't forget to 
temple - the final section of your gr age. A examine the two chests at the edge of the path, which yield two 
Crusader will give you a \ Steel if you oenix Downs and a Br jle offering protection against 
talk to him twice (Fig. 1). Although this sword Darkness. Since Lulu rarely uses physical attacks, and her 
only has the Strenath +3% Ability, you'll find the three free magic is not impaired by Darkness, you won't find this item very 
Ability Slots useful; they can always be configured later. Another useful, but you can always sell it if your funds are running low! 
man will present you with a Soft 
Ring (Fig. 2): the Stoneproof 
ability will protect Yuna from the 
petrification status ailment. 


Other generous characters present 


you with a Me La 
Hi-Potion and af You'll find 

Í 
TPS 
You can carry a total of 177 pieces of equipment with you. leave the new item where you found it. Since this is a pretty 
If your inventory is full and you come across any new tedious process, your best bet is to sell any equipment that 
equipment, a special menu will pop up which enables you to you no longer require. The money you receive for your 
discard any unneeded equipment. Alternatively, you could just equipment is the same in all Shops. 


A BASILISK'S EYE 


You'll find Stoneproof especially useful if you come across Basilisks (Fig. 4): they can turn 
opponents to stone with one look. Although this status effect can be quickly and simply remedied 
using Esuna or Soft, the game will be over if all three of your characters are turned to stone. 

On the plus side, however, Kimahri can learn the Stone Breath Overdrive from the Basilisks. 


THE TEMPLE OF DJOSE 


Ignore the turn-off to Moonflow at the Northern end of the 
Highroad for the moment. Follow the rest of your party to the 
temple (Fig. 5). Outside, take a moment to collect 4,000 Gil and 
four Ability Spheres. You'll also find that weapons are sold at 
the Inn. You wil then meet the Summoner Isaaru in the Great 
Hall (Fig. 6). Finally, take a look in the chambers and collect an 
Ether, a edy and a Mega Phoenix. You may want to save 
your game before climbing the steps and starting the Trials. 


SHOP IN THE INN 


Weapons „Gil, Abilities 
Fencing Saber _ 550 Strength +5% 


lijper Ball 550 Srengh 45 
Haberd 

heal tied 550 Dekne +5 
heal Amg 550 Delen 45% 


Û Metal Armlet c 
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ject 
A__Destruction Sphere 


B Djose Sphere [ ) 
C Hage phee ® 


THE TRIALS 


ou'll find one Djose Sphere in a recess in both 
the left and right walls. These can be inserted in 
the large door to the North (Fig. 1). Enter the 
next chamber and examine the floor around the 
pedestal: your aim is to illuminate all parts of the symbol. Beyond 
the pedestal, take one of the two Djose Spheres from the wall Great Hall 
(Fig. 2). Holding the sphere, walk East to the passage and insert 
the Sphere in one of the two wall 
recesses (Fig. 3). Then fetch the other 
Sphere from the middle of the room and 
insert it next to the first one. The pedestal 
under the ceiling should now light up (Fig. 
4). Now push the pedestal from the 
middle of the room, which already has a 
Djose Sphere inserted, beneath the 
pedestal, which is iluminated (Fig. 5). 
This charges the Sphere. >> 


kn 


>> Remove the Sphere and insert it into the recess to the right 
of the door in the centre of the room (Fig. 6). A passage to the 
North will open up. Insert both Djose Spheres from the eastern 
passage into the pedestal (Fig. 7) and teleport it by stepping on 
the glowing field in the western passage (Fig. 8). Then push it 
towards the North into the room 
with the electro-field. Jump onto 
the platform (Fig. 9). You'll find a 
pedestal at the northern end of the 
room: push it into the wall (Fig. 
10). This will cause the eye 
symbol on the floor of the central 
chamber to light up. 


Return to the West passage and 

step on the glowing switch there: 

the pedestal will return to the middle of the room (Fig. 11). 
Remove the charged Djose Sphere from the right of the door 
and insert it in the recess to the left (Fig. 12), causing another 
part of the symbol to light up. Remove both Djose Spheres from 
the pedestal and take them - one after the other - to the starting 
room in the South. There, insert the Spheres into the side walls 
(Fig. 13). The symbol is now complete (Fig. 14). The pedestal 
will turn into a platform, which lifts Tidus up to the next level. 


The room in the North is surrounded by five pedestals. Push 
each one into the wall (Fig. 15). A set of stairs will appear close 
to the lift and a new pedestal will appear in the centre of the 
corridor (Fig. 16). Don't approach the stairs for the moment. 
Instead, take the lift down. You'll now see a Glyph on the wall by 
the glowing switch in the West passage (Fig. 17). If you 
examine it, the wall will open, and you'll find a Destruction 
Sphere behind it. Take the Destruction Sphere back up with you, 
and insert it into the pedestal (Fig. 18). This will open up a 
nearby chamber (Fig. 19), and you'll receive a bonus item: a 
Magic Sphere. Now use the stairs to access the temple 
Antechamber. 


15 
Bek, 


FAREWELL TO DJOSE 


While you are dealing with Dona (Fig. 20), Yuna takes care of 
the next aeon. If you go towards the exit, Yuna will appear 
having obtained Ixion. Before you leave the area, you may 
want to go to the inn where you'll be able to open a chest 
containing a Switch Hitter for Wakka. Next go to the Nuns 
Chamber to look for Yuna. Have a word with the person next to 
Yuna in order to wake her. Save your game in front of the Inn, 
On your way to the crossroads in 
the South, chat to the people on 
the bridge: you'll be rewarded 
with a Halberd (Fig. 21), two Hi- 
Potions and ten Potions. 


Your route from Mushroom Rock — Aftermath to the South is 
now clear again (see page 84). You can access the southern 
area of Mushroom Rock by crossing a stack of crates in the 
South-West (Fig. 22). Of course, this detour makes little sense 
simply to open a chest containing four Softs. However, this 
route will theoretically take you to Luca, and from there you 
can even return to Besaid. 


[LEGEND 
Object ‚Qty. 
Anudote 


Ether 
Al Bhed Primer XI 


Lv. 1 Key Sphere 


Magic Def Sphere 
Mega-Potion 
Phoenix Down 


Summoner's Soul 


North Bank Road ì 4: ardea - 


MOONFLO 


North Wharf 


North Bank 


South Wharf 


South Bank Road 


‚AP Steal 
| Gandarewa 14832 Electro Marble xl / xl 
Bite Bug 200 40 Antidote / Poison Fang 
Cam 240 48 _Hi-Potion / Sleeping Powder 
| Buryip 40048 Hi-Potion / Hypello Potion 
Funguar 540 44 Silence Grenade / Ether 
| Snow Flan 600 48 _Antaraic Wind xl / xl 
 Extracor 4000 660 Potion 


Ochu 7200 180 Remedy xl / xl 


MEETING OLD ACGQUAINTANGES 


ollow the path North, whilst keeping an eye is waiting to challenge you. As usual, she will heal Yuna's 
out for the four chests lying to the side of the aeons before the battle (Fig. 3). Your best bet is to ensure that 
path. Two of them contain three Lv. 1 Key Yuna or her aeons enter battle with full Overdrive gauges. 


Spheres each, one contains an 


X-Potion and one a Magic Def 
Sphere. Their locations are clear 
from the little niches which you'll 
see on your game map (Fig. 1) 
En-route you'll also bump into 
Shelinda and Kimahri's two 
Ronso rivals, Biran and Yenke 


(Fig. 2). To the North, Belgemine 


BATTLE OF THE AEONS — PART 2 


Belgemine summons Ixion and you should select Ifrit (Fig. 4) 
Remember that Ifrit can be healed with Fire. If ion still 
manages to beat your Ifrit, you always have Valefor in reserve. 
lts normally enough to use physical attacks until your 
Overdrive gauge has been filled before unleashing Hellfire (Fig. 
5). Your opponent throws in the towel after around 6,000 


damage points. If you win, you'll be rewarded with two Dragon 

Scales, and if you lose you'll receive six Smoke Bombs. 

Regardless of the outcome of the battle, you'll be presented 

with a Summoner's Soul, enabling you to add to your aeons' 5 

abilties as long as you have the necessary items. Now proceed 4 NNP ig en 
further to the North, in the direction of the South Wharf, ' , 


TIPS 


To start off with, you should teach your aeons abilities such 
as Aim, Cheer, Focus and Reflex. To do so, you'll need items 
such as Ability Spheres, Mana Spheres, Power Spheres or 
Speed Spheres — and you'll need five or ten of them in each 
case. If you wan the two Dragon Scales, you'll be able to 
teach an aeon Watera. If you don't have enough of the item in 
question, the game won't tell you how many you are missing. 
Take a look at page 19 in the How to Play chapter to find out 
this information. 


ON THE SOUTH WHARF 


If you lent him money at the start of the game, you'll find O'aka re-enter the scene, you'll see a woman standing in front of the 


standing to the East of the wharfs. The chest next to him tent (Fig. 7): she's also selling some rather pricey goods (Shop 
contains two Phoenix Downs. The woman on the stairs up 4). Save your game before setting off with the Shoopuf (Fig 
front is selling a few goods (Shop 1), as is the large fellow 8), and make sure you equip Wakka and Tidus with weapons 
further to the right (Shop 2). Go towards the tent in the West, Which have the Lightningstrike or Slowtouch abilities. It might 
where the Shoopuf driver is hanging around. Address the blue also be a good idea to pack a handful of potions. 


character in front of the crane to 
continue your journey (Fig. 6). 
Before doing so, make sure you 
take the 5,000 Gil from the 
chest behind Lulu in the tent 
The man in the right-hand 
corner is also a trader (Shop 3) 
When you leave the tent, exit 
the area to the East. When you 


Weapons A Gil „Abilities 


Double-Edge 25 


Firestrike, Icestrike 


3075 


Snakehead 


Magic +5%, Poisontouch Antidote 


Emerald Bangle 


Weapons Gil í Abilities 


Sr 


1125 ha Def +5%, Defence +3% ECE 


EXTRACTOR 


Bright Shield 1968 Defence +5%, Dark Ward 


Danger Armguard 1968 SOS NulShock, SOS NulBlaze 


3281 


Antidote 


Soft Armlet Defence +5%, Stone Ward 


Weapons 1 Gil „Abilities 


Lightning: Damage x 1.5 
Water: Half damage 
Ice: Half damage 


Serum Shield 


2850 KT Def +5%, Poison Ward 


Bright Armlet 3150 Magic Def +k, Dark Ward 


Weapons ‚Gil _ Abilities 


Soft Aemgrd 5250 Hage Del +5%, Stone Ward 


Edo Screen 


100 


Hunters Sword 2250 Strength +5%, Sensor 


hee Ball 3750 Strength +5%, kestrike 


Blurry Moon 6150 _ Piercing, Darktouch 


SHOP 4 
Weapons ‚Gil 


‚ Abilties 


Rod of Darkness 7076 Magic +5%, Darktouch 


Noxious Cait Sith 5688 Magic +5%, Poisontouch 


6937 


Thunder Spear 


Magic +5%, Lightningstrike, Piercing 


STRATEGY 


This battle involves Tidus and Wakka (Fig. 9). Lightningstrike 
weapons are useful, and you'll also find that Haste and Slow 
come in handy. If you decide to use Wakka's Overdrive, you 
should try to stop the reels at least twice on the yellow symbol 
(i.e. the Lightning). 


Your opponent will use the Aqua Shooter attack for two rounds 
(Fig. 10). In the third round, it will swim up and prepare to lay 
its Depth Charges. III then unleash a massive explosion which 


Echo Screen 


n 


will inflict the Darkness status effect. If you manage to inflict 
over 500 HP of damage between these two actions, the 
explosion will be halted and the Extractor will return to the 
depths (Fig. 11). You could use Provoke to entice it back, but 
that would increase its attack strength for the next two rounds. 
If your characters are too weak to inflict the necessary 501 HP 
of damage, your only option is to use potions before the 
explosion, 
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ON THE NORTH WHARF 


Yoy can save your game again upon reaching the opposite 
shore. O'aka will be waiting for you in the West with a sack full 
of items. You'll see Al Bhed Primer Xll on top of the ramp to the 
right of him (Fig. 12). A little further to the West there's another 
chest, containing Ether. If you proceed further to the West, your 
party will be joined by another guardian. Tidus will come 
across his old acquaintance, Rikku, on the riverbank (Fig. 13). 


Antidote 
Eye Drops 
Echo Screen 


Soft 


RI 


A mock battle will demonstrate some of Rikku's skills. She is 
able to plunder treasure chests for items such as Dragon 
Scales or Stamina Tablets (Fig. 14). Rikku has a fascinating 
Overdrive: Mix enables her to combine various items with 
remarkable results (Fig. 15). She'll mix two Bomb Cores for 
demonstration purposes, but 

you can also combine other 

objects in your inventory. 


Take a look at the Sphere 
Grid to see if you can 
proceed with Rikku. Your 
new fighter is rather weak to 
start off with, so you should 
make sure she gets plenty of 
practice battles in. Keep an 
eye out for treasure chests 
during vpcoming battles, and 
open the two chests you'll 
find on the way (Fig. 16) 
One contains four Antidotes, 
while the other contains a 
Mega-Potion. Continue to the 
North and you'll enter 
Guadosalam. Although you'll 
see a save sphere marked in 
front of the entrance on your 
map, this only appears after 
you enter Guadosalam. 


es 


GUADOSA 


V k @ 


| 


} _Gwadosalam 


„naa Oren. 


LAM E 


Farplane Gates 


A_Al Bhed Primer XII 


REEN AAL: 
Marble 


BEB 


je Farplane 


WELCOME TO THE HOME OF THE GUADO 


nee Tromell and Yuna have taken their leave Bhed Primer XIll which is lying to the left of the pillar. You'll meet 
Rikku explains the new Customise option (Fig O'aka in the shop: he's selling the same goods as his colleague 
1). In the Inn to the right, you can enjoy a behind the counter, but at much better prices. Then go through 


practice battle on the monitor: your opponents are Larva and the the red double doors to the North to enter Seymour's residence. 
Iron Giant. Since your path to the 
Thunder Plains is blocked, you 
may as well have a look around. 
Make sure you open the chests 
containing a Mega-Potion and an 
Elixir (Fig. 2). Walk into the house 
to the North-West and take the 
3,000 Gil stored in the chest (Fig. 
3). Also, don't forget to take Al o1 o2 o3 


TIPS 
You'll find the Cu function very useful, so make sure fields are of particular value. In theory you could play right 
that Rikku concentrates on using her S ption. You can use through Final Fantasy X without using this option, but this is 


various objects to create additional abilities for your weapons not recommended. You'll find a list of all abilities for weapons 
and equipment. This means that weapons with free ability and equipment in the Items chapter. 


[SHOP_ 

| Weapons Gil, Abilities ems Gi 

| Baroque Sword 1237 Strength +5% (1) | Potion 15 
Ductile Rod 1237 Magic +5% (1) Phoenix Down___150 
Switch Hier 1237 Strength +5% (1) Antidote 75 
Variable Mog 1237 Magic +5% (1) Eye Drops 5 
Halberd 2475 Piercing, Strength +5%,(I) | Echo Screen 75 
Shimmering Blade 2475 Piercing, Strength +5%,(1) | | sot 75 
Devastator 1237 Strength +5% (1) 


Yellow Shield 3487 Lightning Ward, (1) 
Yellow Ring__ 3487 Lighming Ward, (I) 
Yellow Armguard 3487 Lightning Ward, (1) 
Yellow Bangle__3487 Lightning Ward, (I) 
Yellow Arlet 3487 Lighting Ward, (1) 
Yelow Bracer 3487 lightning Ward, (I) 
|_Velow Targe 3487 _Ligheing Ward, (I) 


[O'AKA 


Weapons 


Abilities ‚items 


Double-Edge 2175 Watestike, ightingstike Potion 50 
Beladonna Wand 3075 Magic +54, Poisontouch Phoenix Down____100 
Blind Pass 3075_Darkouc, (I) Antidote 50 
Fatal Gait Sith 12825 Magic +5%, Deathtoach Eye Drops 50 


Echo Screen 50 
Soft 50 


Shimmering Blade 1650 Piercing, Strength +5%, (1) 
Devastator 825 Strength +5% (1) 
Yellow Shield 2325 Lighting Ward, (1) 
Yellow Ring 225 lightning Ward, (1) 
Yellow Armguard 2325 Lighting Ward, (1) 
Yellow Bangle 2325 Lightning Ward, (1) 
Yellow Arlet 2325 Lighming Ward, (I) 
Yellow Bracer 2325 Lightning Ward, (1) 
Yellow Targe 2325 Lightning Ward, (l) 


SEYMOUR'S MANSION 


You'll find a chest containing two Hi-Potions hidden on the oa 
upper level (Fig. 4). Tromell will appear if you try to leave, so 
just follow him into the hall. Have a word with everyone there, 
after which Seymour will appear (Fig. 5) 


You'll meet the others again outside. Walk along the path to the 
South (Fig. 6) to the Farplane — the guard seems to have 
changed his mind and lets you through. Concealed behind a 
corner on the Road to the Farplane is a chest containing eight p 5 
Lightning Marbles (Fig. 7). os o 
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THE FARPLANE 


You'll be able to talk to a few people on the steps leading to the gate. Once inside, talk to Wakka (Fig. 
8). After the following cut-scene, you'll find that Tidus’ Brotherhood sword has three additional 
abilities: gth +10%, Waterstrike and Sensor. Your visit to the Farplane ends in a long 
conversation with Yuna. 


o8 


DESTINATION MACALANIA 


Return to Seymour's house. To the West, Shelinda will be 
waiting at the exit leading to the Thunder Plains (Fig. 9). Before 
you talk to Shelinda, you will be able to chat with your fellow 
guardians. You'll meet Rikku near the shops (Fig. 10), and you'll 
bump into Kimahri leaving the shop as you go in. You'll also get 
the chance to have a conversation with Lulu where you can tell 
her which of your fair companions has caught your eye! Once 
the other guardians have been gathered, head towards the exit 
and talk to Shelinda, who will inform you of Seymour's 
departure. You must now make your way to the Thunder Plains. 
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Name HP ï AP ‚Steal d 

Aerouge 200 9 Electro Marble / Lightning Marblef al 
Buer BO 92 Hi-Potion / Husk Í 
Melusine 65 9M Soft / Petify Grenade [a] 
Kosariggu 445 92 _Hi-Potion / Sier Hourglass 

Qacuar 500 350 Chocobo Feather 

Gold Element 1200 92 Elecro Marble xl / x2 

Larva 1498 262 Lunar Curtain xl / x2 


[ror Gan 3600 800 tight Goran 


THUNDER AND LIGHTNING 


our journey North is hampered by the 

constantly raging storms of the Thunder 

Plains. In order to avoid the flashes of 
lightning, you'll have to press ® as soon as your screen 
flashes white. Tidus will then 
gracefully leap out of the way, 
(Fig. 1) or he'll be knocked to the 
ground if you have mistimed it 
(Fig. 2). Luckily, a hit causes no 
actual damage. Incidentally, you'l 
be safe from any lightning strikes 
beneath the towers. The fiends 


Â 


TIPS 


If you manage to avoid at least five lightning strikes in 
succession, you'll find a treasure chest in front of Rin's Travel 
Agency to the North. Be on your guard following any battles, 
as lightning can strike at any time, Dodging 200 lightning 
strikes in a row will ensure that you receive the highest prize. 


A THORNY PROBLEM 


You'll find a chest containing two Phoenix Downs in front of the 
first save sphere. If you then stay to the left you'll find two more 
chests, one containing two Hi-Potions and another containing 
5,000 Gil (Fig. 4). You'll see an unusual stone immediately in 
front of the third chest. Nothing happens if you simply examine it, 
however, if you press @, the spirit of a Qactuar will rise out of 
the stone (Fig. 5). From now on, Qactuars will be yet another 
enemy with whom you'll have to contend. These opponents may 
look relatively harmless, but they have a formidable attack up 
their sleeves: 1000 Needles, which inflicts 1,000 HP of damage. 


RIN'S TRAVEL AGENGY 


At Rin's you'll find equipment with Lightning protection being 
sold at very reasonable prices. Take a look at the book “A 
History of Summoners” lying on the counter. It states that you 
should examine the Qactuar stones. If you have a word with 
Rikku, Rin himself will appear. Greet him, and he'll ask how 
you're getting along with your Al Bhed language studies. Reply 
positively if you want to obtain Al Bhed Primer XIV. Only then 
should you go up the passage to the right and see how Yuna 
is faring (Fig. 8). 


When you return to the main 
room, you'll see the book “All 
about Lightning” lying on the 
table behind Kimahri. Take a look 
at the book to find out how well 
you avoided the lightning strikes. 


os 


are accustomed to lightning, so you should avoid using 
weapons with the Lightningstrike ability. Waterstrike is 
generally effective, as is Petrification. Of course, some 
Lightning protection would be useful (Fig. 3) 


This feat is more easily achieved if you have the No 
Encounters ability. You may want to postpone this challenge 
until later. Take a look in the Secrets chapter for a list of all 
your potential winnings. 


Its also quite difficult to hit the Qactuar, so your best bet is to call 
on an aeon for help - or just leave the stone in peace for now. 


If you cross over to the East, you'll meet Maechen beneath a 
lightning rod tower (Fig. 6). Shelinda is standing beneath the next 
tower. To the East, in a bay, you'll find a Water Ball and the 
second Qactuar stone (Fig. 7). If you activate this stone as well, 
you may find yourself under attack from two Quactuars at once 
in the future. If you now advance to the northern end of the 
Thunder Plains — South, your party will take a break at Rin's. 


oe 07 


Have a word with Rikku if you want to leave the premises. A 
Yellow Shield seems to have been carelessly dropped right in 
the middle of the path (Fig. 9). Thanks to Lightningproof, this 
offers complete protection from Thunder. If you were 
especially skilled - or especially unlucky - in avoiding lightning 
strikes, you'll find a chest containing many different items in 
front of the door of the Travel Agency the next time you return 
(Fig. 10). 
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THUNDER PLAINS — NORTH 


A new fiend is prowling around the northern 
section of the Thunder Plains: the Iron Giant (Fig. 
11). As long as your party has had plenty of battle 
practice, you shouldn't have too much difficulty. 
defeating this imposing creature. Attacks using 
Sleep and Darkness often have no effect, but you'll 
find Poison, Slow and Petrification very useful. 


Weapons ‚Gil, Abilities 
Baroque Sword 825 Strength +5% (1) 


Switch Hiuer 825 Srengh +SMA(I) 


Halberd 1650 Perang Streng +5% (l) 


Devastator 825 Streng +5% (l) 


Yelow Ring 2475 Lighting Ward, HP +5% 


Yelow Bangle__2475 lighting Ward, HP +5 


If you're interested in obtaining an X-Potion, you'll 
have to head slightly to the South-East behind 
Rin’s (Fig. 12). You'll only find the next chest after 
Yuna insists that the party take another break (Fig. 
13). You'll see a chest lying behind a ruin which 
contains Ether. If you proceed towards Macalania, 
you'll find another 2,000 Gil as well as a Remedy. 


Yelow Bracer 2475 lightning Ward, HP +5 
an 2475 Lightning Ward, HP +! 


Potion 50 


idote rg 


TIPS 


Whilst heading westward, you will once again 


discover a couple of Qactuar stones, (Fig. 14). If DAN Ar 
the stone is glowing, press @ to examine it. You 
will not be able to activate more than three Qactuar 


stones in all. From now on though, these nasty WO O D S 
monsters will be prowling in threes (Fig. 15). 


el Lake Macalania 
\ Lake Road 
©) 

fe Spring 


MONSTERS 


Name „HP, AP, Steal 
360 240 Hi-Potion / Poison Fang 


Central 


Wasp 


Murusss 580 240 Ki-Potion / Hypelo Potion 
Yiphos 2700 520 HiPotion / Hega-Potion 


12000 3420 Ether / Turbo Ether 


« Spherimorph 


el 


MOTHMAN 


Îter a brief conversation near the save 
sphere, you proceed towards the temple. The 
route to the North-East is blocked, so you 
have no option but to proceed to the North (Fig. 1). The wood 
contains various treasure chests, such as the first one 
containing a Sleepy Cait Sith (Fig. 2). These are often 
concealed beneath leaves and 
branches. The second chest 
containing 2,000 Gil, however, 
is lying right in the middle of the 
path. In the Central section of 
the woods you'll find a chest 
containing three Phoenix Downs 
hidden behind an old root 
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TIPS 


The Chimeras are much stronger than the other opponents you've met to date (Fig. 4). To make 
matters worse, Darkness and Silence will only affect one of the creature's three heads, while Sleep 
will prove absolutely useless. Fire and Water will only inflict half damage. If you can't use 
Stonetouch, your best bet is to use Slow, Delay or Threaten. Kimahri can learn the ability Aqua 


Breath from this fiend. 


THE BUTTERFLY HUNT 


This fun mini-game takes place in the Macalania Woods — 
Central and Macalania Woods — North sections. To start the 
game, just touch a blue butterfly shortly before reaching the 
end of the section in question (Fig. 5, Fig. 6). In each case, 
you'll have just 40 seconds to touch seven blue butterflies, If 
you touch a red butterfly by mistake, you will be forced to fight 
a battle which will cost you precious time. In the Central 
section, you'll be rewarded with a chest containing an MP 
Sphere, while your prize in the North section is a chest 
containing Ether. Later on you'll be able to play this mini-game 


HAGGLING WITH O'AKA 


You'll meet O'aka at the save sphere on the Lake Road (Fig. 7) 
If you don't buy anything at first, he'll ask you whether you 
have a problem with his prices. If you want him to drop his 
prices by 25%, just reply “too pricey”. However, you can also 
persuade him to increase his prices by 25% if you select the 
other answer! If you examine the undergrowth to the right, 
you'll find Al Bhed Primer XV (Fig. 8). You can't proceed any 
further for now, so your journey must continue to the North- 
East. Make sure to save your game first, as you are about to 
enter a rather nasty battle. 


stump. At the end of this section you'll encounter a strange 
creature who tells you about the Butterfly Hunt (Fig. 3). If you 
want to start this mini-game, simply touch the blue butterfly 
hovering nearby. Otherwise, just proceed on your way. En- 
route to the Lake Road, you can open the chest lying behind a 
tree, which contains a Remedy. 
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under more difficult conditions, which will yield more valuable 
prizes (see in the "Secrets" chapter). 


JO'AKA 


Weapons Gil, Abilities 
Sonic Steel 150 Gil First Strike 
Rod of Darkness 525 Gil Magic +5%, Darktouch 
lee Ball 515 Gil Strength +5%, lestrike 
Shimmering Blade 2025 Gl_ Piercing, Strength +5% (l) 
Force Knuckles 975 Gil Strength +5%, Magic +5% 
White Bangle _ 2025 Gl le Ward, HP +5% 
Blue Armlet 1575 Gil Water Ward, Magic +5% 
| tems ‚Gil 
100 
1000 
200 
Ù _ we 
Eye Drops 100 
EchoScreen 1 
EEN C| 


SPHERIMORPH| 


| Lightning: Variable 
Water: __ Variable 
Lice: Variable 


STRATEGY 


Your best bet is to use non-elemental weapons, as your 

opponent will change his elemental characteristics during the 
battle (Fig. 9). Of course, in an emergency you can also go to 
the Weapons menu to change your equipment during a battle. 


Physical attacks will only inflict minor damage (Fig. 10), and the 
enemy will counter them with a spell. From the spell the 
Spherimorph casts, it is possible to determine its current 
elemental characteristics, giving you the opportunity to cast 
spells using the opposing element (Fig. 11).The fiend will alter 
its elemental structure after your magic attack. Once again, use 
a weapon to attack, forcing the enemy to reveal its current 
element, and then react accordingly. If Ifrit, Ixion or Yuna have 


NEWS FROM JEGHT 


After your victory, you'll find a Jecht Sphere, allowing Auron to 
learn the Shooting Star Overdrive technique (Fig. 13). This wil 

enable you to hurl opponents off the battlefield, as long as they 
are not immune to Eject. 


O'aka is on his way to the North, and you should follow him. 
Remember that you can now head South-East towards the point 
Where you found Al Bhed Primer XV. If you take this route (Fig. 
14), you'll reach a save sphere in the southern section of the 
Macalania Woods without being attacked by monsters. You can 
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full Overdrive gauges the battle will be half over. Use Hellfire if 
your opponent casts Blizzard, and counter Water with Thor's 
Hammer (Fig. 12). 


If you use an aeon's Overdrive to dispatch your opponent, you 
should be rewarded with an Overkill, which will earn you a 
respectable 4,860 AP Make sure that all your characters benefit 
from this reward by giving them at least one turn in the battle. 


also initiate new Butterfly Hunts. Although the time limit has been 
reduced to 30 seconds, you can now look forward to more 
rewarding prizes. 


Name „HP, AP ‚Steal 
Evil Eye 310 300 Hi-Potion / Musk 


Mafdet 710 _ 300 Hi-Potion / Hypello Potion 


lee Flan 1350 300 Arcic Wind xl / x2 


» Negator 1000220 Hi-Potion xl / 22 


LEGEND 
Object Qty. 
AAT Bhed Primer MLI 
cal 4000 
Er Ly. 2 Key Sphere I 


Agency 


ke 
7 
z 
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ou'll be engaged in a conversation in front of 

Rin's (Fig. 1). If you want to receive an item 

later, you had better confirm that Clasko has 
what it takes to be a Chocobo Breeder. You'll have to wait until 
after the next boss fight to get 
your hands on the chest behind 
him. O'aka is standing in front of 
the door, offering some new 
goods. You'll see Al Bhed Primer 
XVI lying to the left of him (Fig. 
2). Before proceeding to the 
North-West, make sure you 


save your game in the Agency. fo) 
O A 
|_Weapons Gil* , Abilties 

Sonic Steel 18450 First Strike, Strength +3% 


Force Knuckles 1950 Magic +5%, Strength +3% 

Echo Bangle 4650 HP +10%, Silence Ward 

Soft Bracer 3150_ Stone Ward, (1) 

Soldiers Targe 3450 HP +10%, HP +5% 
9 U you managed to corine Oka to ang his prices on he Lake Raad, te prices wal vary 

by 25 ap or doen The same appi to hi ms. 


Items 
Potion 


Hi-Potion 


Phoenix Down 


Gil Abilities 
Baroque Sword 85 Strength +5%, (I) 
Switch Hitter 825 Strength +5%, (Il) 
Variable Mog 825 Magic +5%() 
Halberd 1650 Piercing, Strength +5%, (I) 


Shimmering Blade 1650 Piering, Strength +5%(I) | 
Devastator Strength +5%, (1) 
Seekers Shield 1575 HP +10%(I) 
Seeker's Ring 1515 HP +10%, (I) 

Seekers Armguard 1575 HP +10%(I) 


Seekers Bangle 1575 HP +10%,(I) 
Seekers Armlet __ 1575 HP +10%(I) 
Seekers Bracer 1575 HP +10%(I) 
Seekers Targe 1575 HP +10% (1) 
Longsword 50 — 


Items 


Eye Drops 
Echo Screen 
Soft 

Grenade 
ms 


LAKE MAGCALANIA AGENCY 


Inside, you'll find an Al Bhed Compilation Sphere, Maechen 
and a monitor with information on Chimeras and Xiphos. Once 
outside, proceed in the direction of the temple. The Al Bhed 
will make yet another attempt to abduct Yuna! (Fig. 3) 
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GRAWLER 
HP: 16000 AP: 4400 
Steal: Lunar Curtain xl / x2 


Weaknesses: Slow, Armour Break, 
Delay 


| Fire: = 
Lightning: Damage x 1.5 
Water: _ — | 


Ice: hed 
| _NEGATOR 
HP: 1000 AP; 220 


Steal: Hi-Potion x1 / x2 
Weaknesses: Slow, Armour Break. 
Delay 
Fire: Half damage 

Lightning: — 
MN Water. __ Half damage 
Ice: Half damage 


STRATEGY 


Use long-range weapons to defeat the bothersome Negator, since it 
prevents you from using spells and aeons (Fig. 4). Once you've 
eliminated the Negator, you can use magic … as can your main 
opponent. His normal attacks and counter-attacks tend to be pretty 
harmless (Fig. 5), but hell unleash his powerful Mana Beam after three 
rounds. You can prevent this by attacking first using a spell, preferably 
Thundara (Fig. 6). if you use this tactic, a new Negator will appear, 
which will once again prevent any magic being used. 


If you are unable to prevent the Crawler using the Mana Beam, it would 
be wise to summon an aeon to 
intercept the considerable damage 
which will otherwise affect your entire 
party. Shield could prove useful in this 
situation (Fig. 7), as could Ixion's 
Overdrive attack. Dont eliminate the 
Negator if your characters are strong 
enough to defeat the Crawler without 
using magic. oa 
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TO THE TEMPLE 


After your victory, the party will reach the far North of the Lake Macalania - Crevasse section (Fig. 8). 
You may want to turn around and return to the Travel Agency to collect a few items, although you will 
have the opportunity to do this later. Open the chest containing a Mega-Potion, and then proceed 

North towards the temple. 


Antechamber 


Lake Macalania 


Nuns’ Chamber 


LORD JYSCALS LAST WILL AND TESTAMENT 


ou'll see an Al Bhed on the side of the road. 
he presents you with 400 Gìl (Fig. 1). In the 
temple, Tromell, who is standing in front of a 
save sphere, will give you a Shell Targe (Fig. 
2). The chests in the temple contain 5,000 Gil and two X- 
Potions. Near the stairs, an individual will direct your attention 
to the Nuns’ Chamber, and Tromell seems to have vanished. 
Enter the Chamber in the North-East, where you'll receive a 
message from Seymour's father, Lord Jyscal (Fig. 3). One of 


the people to the right will give you two Hi-Potions, while a 
chest placed against the room's rear wall contains two 
Remedies. From now on, you'll find O'aka wandering around 
the Hall (Fig. 4). Neither his stock nor his prices have changed 
since Lake Macalania (see page 100). The generous people in 
the Monks’ Chamber present you with an Ether and an Elixir, 
and three Phoenix Downs will be waiting for you in a chest. 
Remember to save your game before climbing up to the 
Antechamber. 


GUADO 
GUARDIAN X2 
AP: 290 
Steal: Hi-Potion/Elher 


Lightning: 
Water: = 
lee: 5 


STRATEGY 


Seymour appears flanked by two Guado quardians (Fig. 5). 
Three characters can address Seymour using the Trigger 
Command. In the case of Yuna and Wakka, this will increase 
their Magic Defence by 10 points each, while Tidus' Strength will 
be increased. If you injure an opponent, a Guado guardian will 
automatically restore 1000 HP However, you can prevent this by 
stealing Hi-Potions from him. Eliminate the two guardians 
quickly so that you can concentrate on Seymour. You'll find 
weapons with Stonetouch, as well as Kimahri's Stone Breath, 
effective. Seymour always 
uses Black Magic in the same 
sequence: Ice, Lightning, 
Water, and Fire. You can use 
Nul spells to protect your party. 
Seymour will summon his 
aeon Anima, as soon as his HP 
drops below 3,000. 


ANIMA 

HP: 8000 ve AP: 2500 

Steal: Silence Grenade x3 / 
Farplane Shadow 


et 


Anima always gathers energy first, and then unleashes Pain. 
She'll repeat this tactic until her Overdrive gauge is full. Since 
Pain can cause instant death, you should summon aeons who 
are immune to this status effect, in which case they will only 
suffer physical damage. Select the new aegon shown as "222?" 
(Fig. 6). Use ice spells to heal 
Shiva, and make use of her 
Diamond Dust Overdrive 
Which can be very effective. If 
you are able to unleash a 
second Overdrive, you'll know 
that victory is in sight. 


Seymour will be fully healed at the start of the third battle, but 
he'll have to make do without his guards. He'll use different 
variations of his spells (Fig. 7) with which he'll attack two 
characters during each round. This will not pose too much of 
a problem, thanks to Yuna's Nul spells. If Yuna has insufficient 
MP Auron can use Magic Break to reduce the strength of 
Seymour's spells. After the battle, you'll find a new save 
sphere in the antechamber. You cannot open the opposing 
door yet, so you had best 
make your way back to the 
hall. The bridge will collapse 
on the way, and you'll find 
yourself plunged into the 
Trials of Macalania. 
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MAGATLANIA 
CLOISTER OF TRIALS O5) 


THE TRIALS Macalania - Hall 


our task is to rebuild the ice bridge leading to 
the great hall. To do this, you must first go 
down the ramp, and push the pedestal into the 
ice formation to the right (Fig. 1). Remove the 
Macalania Sphere from the wall closest to you (Fig. 2), insert 
Ît into the pedestal and push it into the remaining ice formation 


(Fig. 3). Remove the Glyph Sphere from the central pillar (Fig. en 
4) and follow the pedestal 5 = 
down the ramp. Once at the 
bottom, push the pedestal to 
the right. By doing so, you 9) 
will create a pillar from the 
ground to the roof (Fig. 5), feb 
and a segment of the ice À 5 
bridge will re-form overhead. “== 
5 Macalania - Antechamber 
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Go back up the ramp and insert the Glyph Sphere into the 
recess in the wall to the far left of you (Fig. 6). This will cause 
a block with a Macalania Sphere to rise from the floor to the 
level above you. Remove the Sphere (Fig. 7), and insert it into 
the central pillar on the lower level (Fig. 8). This causes another 
segment of the bridge to appear. Now take the third Macalania 
Sphere out of the recess in the wall at the upper end of the 
ramp (Fig. 9) and insert it into the centre pillar, from which 
you previously removed the Glyph nd id 
Sphere. The bridge will now be 
fully restored, and a glowing 
pedestal teleport switch will 
appear on the top level (Fig. 10). 
In order to complete the bonus 
section of the trials, you will need 
to destroy the bridge again. >> 


WAL 


A_Destruction Sphere 
B Ghyph Sphere — 
C_ Luck Sphere 
D_ Maa 
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>> Go back to the central pillar and remove the Macalania 
Sphere. Go to the right and insert it into the wall (Fig. 11). Now 
go up to the top level and step on the glowing switch which 
causes the pedestal to teleport to your location (Fig. 12). 
Remove the Macalania Sphere, before giving the pedestal a 
push. As it moves down the ramp it will be halted by a Glyph, 
and then diverted into a pillar of ice, from which it will take the 
Destruction Sphere (Fig. 13). Walk 
down the ramp, and insert the 
Macalania Sphere into the wall 
next to the other ramp leading 
down (Fig. 14). Now step on the 
glowing switch on this level to. 
bring the pedestal to you (Fig. 15). 


13 14 15 
Remove the Destruction Sphere before pushing the pedestal and insert it into the central pillar. You'll now find that the bridge 
back to the lower level. Follow it down, and insert the has been fully restored. When leaving, take care NOT to step on 
Destruction Sphere into the recess to the left of the ramp (Fig. the glowing switch (Fig. 18) or the bridge will collapse again. 


16). A chest containing a Luck 
Sphere will appear (Fig. 17). On 
the middle level, remove the 
Macalania Sphere from the wall to 
the right and insert it into the 
pedestal, Push it to the right again 
into the pillar. Now go up a level to 
remove the Macalania Sphere 
from the wall next to the ramp, 
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SAKE MAGCALANIA 


LMONSTERS 
| 


| Name ‚HP , AP , Steal À 
°Guado guardian 12000 290 _ HiPotion, X-Potion EN de 
« Wendigo 18000__ 2000 __Hi-Potion, X-Potion WENDIGO 
HP-18000 _ AP:2000 | 
J 250 
Â QUIGK ESCAPE Steal: Hi-Poton / X-Potion | 
our only option is to run. You'll find a new Weaknesses: Sleep, Darkness, | 
Save Sphere outside the temple, and O'aka is Day 
Elemental characteristics: 


once again hawking his items (Fig. 1). 

When you leave the temple, you'll be 
pursued by some rather speedy Guados. If you're caught, 
you'll have to engage in battle against Guado quardians (Fig. 
2) who summon Evil Eyes, Mafdets and Ice Flans. In the next 
section, Macalania — Crevasse, keep moving along the eastern 
side heading South (Fig. 3). There you'll find a Lv, 1 Key Sphere 
lying on the southern side. 


Fire: Damage x 1.5 
Lightning; — 
WM weer - 


Incidentally, during this GUADO 
sequence you are once again er r vo 
prone to attack by ordinary GUARDIAN X2 
fiends. Use the save sphere HP: 1200 AP: 290 


before leaving the section in the 
South, and prepare to engage in 
a boss fight. 


Steal: Hi-Potion / X-Potion 
Weaknesses: Petrification 


Elemental characteristics: | 
MB Fre: — | 
|} Lightning: — 
MB water - 

le, - 


STRATEGY 


If you defeat the guardians, their last action will be to protect 
Wendigo using Protect and Shell. Don't worry, a solution is at 
hand: at the start of the battle, summon an aeon and use it to 
first defeat the guards, preferably by unleashing an Overdrive. 
Iion's Aerospark will negate the protective spell. Aiternatively, 
you'll find Ifrit's Hellfire very effective. 


You can use various techniques 
and status effects against Wendigo. 
Auron's Power Break will reduce 
the power of Wendigo's physical 
attacks. If Dark Attack proves 
successful, the monster’s attacks 
will often miss their target (Fig. 4). 
You can use either Threaten or 


SIN RETURNS 


Have a word with Rikku if you want to speed your departure 
along. A chest behind Kimahri contains a Lv. 2 Key Sphere 


(Fig. 7). To the left of Auron, a chest containing an Avenger has 
been rather well concealed (Fig. 8). This sword, which can be 


used by Tidus, has the Counter-Attack ability. After having a 


talk with Auron, return to the rest of the party. Sin will interrupt 


the reflective group on the lake floor. Events now take their 


course, and you will be unable to return to this location later. 


nn r 
pe 3 


DAN 


MONSTERS 


Name „HP, AP, Steal 
Alcyone 430 310 Smoke Bomb xl / x2 
Mushussu 680 310 Hi-Potion / Silver Hourglass 


Mech Guard 1280 310 Grenade x2 / 3 
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Esuna to lift the Berserk status effect, and you'll find that your 
opponent is quite vuinerable to Sleep. Wakka can use his skills 
to inflict a wide range of status ailments (Fig. 5). If you now 
perform a physical attack on Wendigo, he will instantly wake up. 
If his HP is below 9,000, he'll raise his arms in defence, and 

he'll counter all physical attacks while in this state. Fira will now ® 


be particularly useful (Fig. 6)! 
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WALKTHROUGH 


LEGEND 
Object 


A_Al Bhed Potion 8 
C__Al Bhed Primer XVIIE 1 


12750 


Sandragora 540 Remedy x2 / Musk xl0 


Sand Worm _45000_2000_Shadow Gem xl / Stamina Spring xl 


po 105 


THROUGH THE DESERT 


| idus wakes up to find that he is all alone. He 
finds himself in an oasis surrounded by a 

strange and unfamiliar desert. Before doing 

anything else, dive underwater to the South- 
West to access the chest containing four Remedies (Fig. 1), 
and then save your game before 
heading North. If you forgot to 
take Al Bhed Primer | from the 
Salvage Ship at the start of the 
game, you'll now find it lying here. 
A little further to the North you'll 
be attacked by a giant flying 
monster (Fig. 2). 


FOOTSTEPS IN THE SAND 


You'll find Wakka to the North (Fig. 4). Open the chest to the 
right of the tent and you will receive eight Al Bhed Potions. 
Characters already in command of Use can use these potions 
to heal their fellow fighters during battle. Take a look at the 
monitor behind the tent. Here you can enjoy mock battles 
against Zu and Cactuars. If you didn't find Al Bhed Primer Ill on 
the S.S. Liki, you will get it here. If you made sure to collect all 
the Primers, you'll now start to reap the reward, as you will be 
able to decipher most of the signs. 


Go past the tent to the Sanubia Desert — East section. To the 
right, you'll find Kimahri on a sand dune (Fig. 5). If you didn't take 
Al Bhed Primer V from the S.S. Winno, you can pick it up here. 
Further to the North you'll come across Rikku (Fig. 6). Open the 
chests containing two Ethers and eight Al Bhed Potions, and then 
start looking for Yuna. Some 
important information relating to the 
next battle: Steal or Mug will 

destroy each Machina in a single 
turn (Fig. 7). Yet another chest 
containing four Hi-Potions is waiting 
to be opened and you'll also find Al 
Bhed Primer XIV if Rin did not give it 
to you in the Thunder Plains. 


TIPS 


Before you enter the main section of the desert, you will 
have to do battle without the aid of Yuna and the aeons. 
Luckily, victories will often be rewarded with Al Bhed Potions, 
so you can rely on quick healing during battles (Fig. 8). The 
local fiends' elemental characteristics will vary. Remember 
that Fire damage will be reduced in many cases. You'll 
generally be well advised to rely on ice based attacks. 
Stonetouch or Stonestrike can also be effective. 
Unfortunately, some of the more formidable enemies such as 
Zu, Sand Worms and Cactuars are immune to Petrification. 


Cactuars have the 10,000 Needles attack at their disposal 
(Fig.9). This vicious attack will inflict 10,000 HP of damage. 
Even Wakka has trouble hitting these agile enemies. If you 
use Overdrives to eliminate Cactuars with an overkill, you will 
be rewarded with a respectable 12,000 AP. Kimhari’s jump 
Overdrive may prove useful. The Sand Worm (Fig. 10) enjoys 
a certain level of protection against Darkness, Sleep and 
Power Break, so you should use Bio to weaken this massive 
foe. The poison will reduce its HP by 4,500 HP per round. 
The Sand Worm will occasionally swallow one of your 
fighters, but it won't take long for him to regurgitate them. 


With 12,000 HP this Zu has significantly less stamina than 
others of its ilk, but this time Tidus must do battle alone. Once 
Tidus has lost 50% of his HP, Auron comes to his aid, followed 
a short time later by Lulu. If you use Bio to poison your 
opponent (Fig. 3), it'Il lose 25% of its energy in each round. 
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MONSTERS 


„HP, AP ‚Steal 
430 480 Musk xl / xl 


Guado guardian 2600 540 Hi-Potion / X-Potion x2 


9000 2000 Arctic Wind x3 / Electro Marble x3 


Entrance 


RIGHT OR LEFT? 


You'll find chests strewn throughout the Central area of the 
desert. They will contain two Mega-Potions, two X-Potions, four 
Hi-Potions and eight Al Bhed Potions. Take a look next to the 
Save Sphere, and you'll see an inscription in Al Bhed (Fig. 11). 
Translated, it reads "Weaker fiend to the right, stronger fiend to 
the left”. The second line refers to 
Zu, Sand Worms and Cactaurs. To 
the left, you'll also find monsters 
with treasure chests (Fig. 12). 
These can contain various 
valuable items, including X- 
Potions. The more powerful the 
opponent, the more valuable the 


SANUBIA DESERT — WEST 


Regardless of whether you choose the route with the stronger or 
the weaker fiends, you should go back via the other path to 
collect Al Bhed Primer XVII (Fig. 14) and XVIII (Fig. 15). In any 
event, you'll find this section very useful for increasing your 
characters’ battle experience. Back in the western areas you'll 
find six chests, containing eight Hi-Potions, the Mercury Crest, 
three Mega-Potions, two X-Potions, three Megalixir and two 
Teleport Spheres. 


The last two chests are guarded by a Sandragora. Avoid using 
Water attacks and instead use Fire-based attacks, and dont 
forget to make use of Sleep and Poison. Protect yourself against 


TIPS 


FINAL PANTS fol 


treasure: an Elixir, a Lv. 2 Key Sphere and 10,000 Gil are all 
there for the taking. You'll also find one of the round, blue Al 
Bhed plaques to the West (Fig. 13). If you combine it with the 
ominous inscription from Kilika Woods (see page 66), you'll 
receive a password for the Airship, which will be useful later on. 


Confusion, otherwise your party members will end up attacking 
each other, and even themselves! In order to leave the desert in 
the North, you'll be forced to battle a Sandragora. Once you 
have defeated it, the territory of the Al Bhed lies beyond. 
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You cannot enter the North-East section of the desert as both access routes are blocked by violent 

sand storms. You can look down into the stormy valley from a dune in the South (Fig. 16). You'll 

also see a Cactuar stone there, but it has no use just yet. It would be wise to return here at a later 
| point ín the game, when the airship is at your disposal. 


AL BEED HOME 


Airship Dock 


Qty. 
A_Al Bhed Potion 4 
C_ Al Bhed Primer XIX | 
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Environment Controls 


Main Corridor 


Living Quarters 


HOME SWEET 


ere you'll meet Cid, the leader of the Al Bhed. 

If you want to receive two Hi-Potions, make 

sure you examine one of the corpses lying on 

the ground (Fig. 1). You'll find Al Bhed Primer 
XIX lying in the north-western corner. Make sure that none of 
your fighters have e weapons equipped before entering 
the building. Here you'll find yourself battling a Guado guardian 
and three Bombs (Fig. 2). Either dispatch the Guado first, or 
cast Silence to prevent him from casting any spells. The Bombs 
will explode after three hits and are vuinerable to Ice attacks. 
Incidentally, all the creatures accompanying Guados are a good 
deal stronger than they are ordinarily. 


This will be your only chance to ransack the Al Bhed base, so 
you'd better take a good look around before going through the 
door to the North-West of the main corridor next to the Save 

Sphere. Once you've entered the 
main corridor, there will be a cut- / 
scene, followed immediately by a 

battle, After this battle, you will be 
forced to go down the stairs but if 
you turn around and head back up 
the stairs, you will be able to enter 


DO YOU SPEAK AL BHED®? 


The chest on the left (Fig. 6) will ask you what it contains. The 
question is posed politely in Al Bhed. You can choose your 
answer from a list which contains three opponents and six 
items. Top row: Bomb, Elixir, Hi-Potion, middle row: Mega- 
Potion, Soft, Chimera; bottom row: Potion, Remedy, Evil Eye. 
While selecting the appropriate contents, bear in mind that the 
Elixir is probably the rarest of the items. The second chest's 
security mechanism (Fig. 7) demands that you pick three Al 
Bhed words from a selection of nine. 1) Sorry is the middle 
word in the bottom line. 2) Wait is at the far right of the middle 
line. 3) Pardon is right in the middle. Your linguistic skills will be 
rewarded with a Friend Sphere. 


NO SIGN OF YUNA 


There will be a chest obscured by steam to the left, beneath 
the stairs, which will contain four Al Bhed Potions (Fig. 10). 
You'll find six more Al Bhed potions in the chest right at the 
northern end of this corridor. Go across to the western section 
of the complex. On the lower 
level, open the two chests 
containing a Lv. 4 Key Sphere 
(Fig. 11) and a Lv. 2 Key Sphere. 
Continue on through the door in 
the North-West. Once inside, 


HOME 


the living quarters, which will be on the left of the screen (Fig.3) 
Once you have defeated the welcoming committee, consisting 
of one Guado and two Dual Horns, you will find Al Bhed Primer 
XX lying on the bed to the right (Fig.4). The two treasure chests 
are distinguished by special security prompts. If you're puzzled, 
Ît might be a good idea to fetch Al Bhed Primer XXI from the 
North-East end of the main corridor (Fig. 5). 


You'll also find your language skills useful in the other living 
quarters to the North-East. You'll see a chest lying on the floor 
to the right of the Al Bhed Compilation Sphere (Fig. 8). This 
chest requires you to solve four mathematical puzzles. You 
shouldn't have any problems with this unless you've neglected 
to collect primers, The answers are 5, 6, 3 and 3, and you'll be 
rewarded with a Special Sphere. The chest closer to the front, 
on the right (Fig. 9), poses four questions, each of which has 
four possible answers. The solutions are: Question 1 = 3rd 
answer (Yes); Question 2 = 4th answer (Brother); Question 3 = 
2nd answer (Bikanel Island); Question 4 = 1st answer (Al 
Bhed). You'll be rewarded with a Skill Sphere, 


you'll find a group of Summoners being held hostage, 
including Dona and Isaaru (Fig. 12) but there will be no sign of 
Yuna. Don't forget to take the 10,000 Gil from the chest, before 
leaving Bikanel Island aboard the Airship. 


WALKTHROUGH 


| MONSTERS 


HP AP a 
RE 0 L n 
Evil Eye 430 480 Musk xl / x2 PN 
Bomb 2200 _ 620 Bomb Core x} / 3 (a) 
Dual Horn 3195 _ 820 Hi-Potion / Mega-Potion ed 


je Evrae 32000 5400 Water Gem xl / x2 
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Corridor 
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GAPTAIN GID 


ince Yuna's rescue takes priority, you cant 
choose your destination at this time. Leave the 
Bridge and you'll have at the opportunity to 
explore the ship and have a word with its 
passengers (Fig. 1). If you want to hurry things along, go back to 
the Bridge and have a word with the pilot, Brother. You'll find him 
sitting in the middle of the cockpit (Fig. 2). You will now have to 
make your way to the ship's upper deck (Fig. 3), but be warned; 
the airship is under siege and you will be open to attack by the 
many fiends who have managed to find their way on board. 


[RIN 


EN TEER 


A man on the left-hand side of the Cabin will present you with 
four Al Bhed Potions, and you'll now find Rin standing on the 
ramp leading to the deck (Fig. 4). It might be a good idea to save 
your game and sort out your equipment before heading up and 
confronting Evrae. Your chances will be increased if Tidus has 
mastered Haste and Slow, or if you happen to have a weapon 
with these abilities. After defeating Evrae your party will be a little 
worse for wear, but you'll still have to battle on in Bevelle … and 
for the moment you must make do without Yuna's help or a save 
sphere. You must ensure that you have sufficient potions. 


| Weapons Gil, Abilties ltems 
Baroque Sword _ 907 Strength +5% (I) Potion 
Ducile Rod 907 Magic +5%, (1) HiPotion 
Switch Hier 907 Strength +5%, (1) Phoenix Down 
Variable Mog 907 Magic +5% (1) Antidote 


Halberd 1815 Pierang, Sengih +5%,(I) | F_Eye Drops 
Shimmering Blade 1815 Piercing, Strength +5, (1) 
Devastator 907 Strength +5%, (1) 


Seekers Shield 1732 HP +10% (1) 
Seekers Ring 1732 HP +10% (l) 
Seekers Armguard 1732 HP +10%, (1) 


Mana Distiller 


Speed Dasler 


Seekers Bangle__1732 HP +10 (l) Abiliy Distler 
Seekers Arlet 1732 HP +10% (1) Grenade 
Seekers Bracer 1732 HP +10 (l) Map 


Seekers Tage 1732 HP +10 (I) 


STRATEGY 


Tidus should first cast Haste on himself, followed by Slow on 
Evrae (Fig. 5) and finally Haste on his teammates. Evrae is a 
tough enemy, so the status effect may not work on your first 
attempt, but be patient and persistent. 


Rikku and Tidus can use Trigger Commands to order Cid to 
move the airship away from, and closer to, your opponent (Fig. 
6). This manoeuvre can only be done if it's Cid's turn. 
Unfortunately, the captain rarely appears on the CTB display. Cid 
will generally be unable to move the ship in time unless Evrae 
has been slowed down. As soon as Evrae draws in a deep 
breath, you know it's time to issue the Pull Back command. The 
next time it's Evrae's turn, the creature will belch out a noxious 
poison cloud (Fig. 7). If that happens, you should heal the party 
as quickly as possible with an Al Bhed Potion. The poison will 
have no effect if the ship has pulled away from Evrae. 


If Cid has another turn before Evrae approaches again, the 
captain will fire a volley of missiles. There is enough ammunition 
for three attacks. However, you'll generally find that close 
combat is more effective against Evrae, since fighting at long 
range halves the power of all 
elemental spells (Fig. 8). Lulu will 
be able to inflict some damage if 
she's already mastered third-level 


EVRAE 


HP:32000 ___AP:5400 
Steal: Water Gem x1 / x2 
Weaknesses: Slow 


Half damage 
Half damage 


spells such as Firaga. Wakka is the only one whose physical 
attacks prove successful. The effectiveness of your party's 
attacks can be increased using Cheer. 


The creature will occasionally use Stone Gaze to petrify one of 
your characters. You can use Soft to heal the character in 
question if you don't have any protective equipment. Once 
you've depleted your opponent's HP by two thirds, he'll start 
getting angry and will use Haste on himself, which will open you 
up another of Evrae's attacks (Fig.9). This also means you'll no 
longer be able to reduce his speed by casting Slow. If one of 
your characters has mastered Dispel, now is the time to use it 


FINAL FANTAS Tol 


BEVELLE 


WAI 


A WEDDING AND A FUNERAL 


ou're in for a fiery welcome here: a few Warrior Monks are about to prepare a 

warm reception for you (Fig. 1). Take care to heal all your characters before 

advancing as you'll have to defeat five enemy groups. The first consists of MN B 
two Warrior Monks carrying firearms, and a third armed with a flame thrower. Both opponent \ E Z | 
types are vulnerable to Slow, Threat and Delay, and are occasionally vulnerable to Sleep and k 
Petrification. Turn your attention first to the man carrying the flame thrower. 


The second group comprises two flame throwing opponents and one YKT 63 (Fig. 2). 
Unfortunately, Steal proves useless against this robot, so try using Darkness to blind him. 
Your opponent has mastered the Thrust Kick, which Kimahri can also learn, but this can wait 


until a later encounter. Battle your way forward until you meet the fifth group. To start off 
with, you'll only be able to hit the YAT-99 in the background using long-range attacks. Once 
the two Monks have been eliminated, your group advances and everyone gets a chance to 
land a few attacks (Fig. 3) 
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MONSTERS © 
Name , HP : AP ‚Steal 
Warrior Monk 1400 420 Hi-Potion x2 / Purifying Salt 


rss 20001870 Remedy / Ether 
YKT-63 4200 1870 Remedy / Ether 


| MACHINA IN THE TEMPLE 


pe’ Given all the dangers that you've overcome thus far, you'll be 
surprised to find that your characters can be held at bay with 
simple firearms (Fig. 4)! Your party will now escape into the 
temple. If you examine the control panel by the stairs, a platform 
will take you down (Fig. 5). You may want to return to the 
Passage of Cleansing in order to save your game, but you'll 
have another chance shortly before the Cloister of Trials. 
Incidentally, you won't be able to return to Bevelle later on, so 
this is your only chance to find the bonus Trials item. Remember 
to collect Al Bhed Primer XXIl on your way there (Fig. 6). 


The Cloister of Trials at Bevelle is a small labyrinth of rolling 
walkways (Fig. 7). In order to travel on one of the walkways, 
push a pedestal containing a 
sphere onto one of the platforms. 
The pedestal can take two spheres 
in all. Once you've reached the 
end of one of the two main 
walkways, you'll automatically be 
transported to the start of that 
walkway, where you can once 


again proceed as normal. At intersections, moveable green 
Glyph arrows will give you a choice of directions. In order to 
determine your destination, just press @ at the right moment. 
Now you can get going. Push the pedestal onto the ramp (Fig. 
8) and set off. 


BEVAENE 


Via Purifico 


[LEGEND 
Object 

Bevelle Sphere 
Destruction Sphere 
Glyph Sphere 

HP_ Sphere 

Knight Lance 
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HK HALS 
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o past the first Glyph turning. At the second 

junction, the arrow will point alternately to 

the left and right (Fig. 1). Press ® once it's 

pointing to the left in order to move to the 
western niche. Take the Bevelle Sphere (Fig. 2) and push the 
pedestal back onto the platform. Your next destination is the 
niche opposite. Press 69 several times once the Glyph arrow 
points towards the screen and you'll turn around and travel 
back to the South (Fig. 3). At the 
first turn-off, stop the Glyph arrow 
as it points to the left, causing 
you to move to the eastern niche. 
Insert the sphere into the recess 
in the wall (Fig. 4), activating the 
main walkway on the middle level. 
Take the platform to the southern 
Glyph on this level, and turn 
downwards (Fig. 5). 


Turn left on the next level, (you'll remain on the middle level). Go 
past the first turning, and turn right at the second (Fig. 6). if you 
keep going straight ahead by mistake, you'll simply find yourself 
travelling in a circle. Remove the S from the wall (Fig. 
7) and insert it into the pedestal. Set off again, and turn right at 
the next (north-eastern) junction. Remove the 

from the tal and insert it into 
the recess (Fig. 8). Solid ground 
will form to one side of you. Now, 
remove the Glyph Sphere from the 
pedestal and insert it into the 
recess at the end of this corridor 
(Fig. 9). The wall will open up, 
allowing you to remove the 

[ (Fig. 10) 


Insert the Destruction Sphere into the pedestal. Next, remove 
the B Sphere from the wall, and insert it into the 
pedestal as well (Fig. 11). Now travel back to the point where 
you previously removed the Glyph Sphere from the wall, and 
insert the D J Sphere. This will open up a 
passageway at the end of the corridor, South of your current 
position (Fig. 12). Before heading in that direction, you'll need 
a second Bevelle Sphere. Travel 
to the first intersection on this 
level, where you'll stop 
automatically. Now head right 
towards the lowest level, where 
you'll find a 3 Sphere (Fig. 
13). Take it back up to the middle 
level. There, turn right and right 
again. There will be a platform 
obstructing your path, but you 
need simply to push the pedestal 
to the other side (Fig. 14) and you can continue on your way. 
You must now leave the walkways (Fig. 15). 


Climb the stairs and insert the into the recess 
in the wall (Fig. 16). Take the HP S, from the chest on the 
right. The chest will vanish, leaving a glowing switch in its 
place (Fig. 17). Step on the switch to make the pedestal 
appear. Turn around and push the pedestal towards the left of 
the screen onto the platform (Fig. 18). Step onto the platform 
and you will be carried over to a chest containing a Knight 

(Fig. 19). As well as being one of the six keys to 
Anima, Kimahri will find this weapon rather useful. Head North 
to exit the Trials and witness Yuna receiving a new aeon. 


BEVELLE | 


Via Purifico Highbridge 


VIA PURIFIGO 


eparated from her quardians, Yuna is now 

completely dependent on her newest and 

most powerful aon: Bahamut. Your quickest 

route out of this dungeon is to go towards the 
North until you reach the platform with the glowing Glyph 
arrow. If you step on it as soon as it points to the North, Yuna 
will be teleported to Auron (Fig. 1). Go as far North as you 
can; your party will be reunited after the boss fight. 


If you want to have a good look around the complex, go first to 
Kimahri, then to Auron and finally to Lulu. En route you'll come 
across chests containing a Mega-Potion and a White Magic 
Sphere. Then activate the Glyph on the South wall, next to the 
chest containing the Elixir. Now you can step on the Glyph 
switch next to the chest containing the Black Magic Sphere. 


G Gil 


1 Mega-Potion I 


10000 


MONSTERS 


„HP ‚AP ‚Steal 
30040 HiFotion / Sience Grenade 22 


ela 150 fo ke 2 Dragen ak àl 


Remora 3000 


830_Dragon Scale xl / xl 


Octopus 4500 700 Dragon Scale x2 / Water Gem xl 
« Prerya 12000 0 - 
« Evrae Altana 16384 5800 Water Gem x2 / Healing Spring 


This transports a teleport platform to the turn-off in the North- 
West (Fig. 2). If you want to access the three chests in the 
blocked-off room, step on the platform once the glowing arrow 
is pointing to the West. Your efforts will be rewarded with 
10,000 Gil, a Skill Sphere and a Lucid Ring. The ring has 
some useful abilities: Silence Ward, Confuse Ward and Poison 
Ward. Before meeting Isaaru in the North, save your game in 
the room where you met Auron. 


GROTHIA 


A character or aeon can initially only inflict a maximum of 
9,999 HP damage. However, you can break through this 
barrier with the help of certain abilities or items. Even without 
such aids, Bahamut can inflict damage in the five-digit range 
with his Mega Flare Overdrive. 


ISAARU 


The powerful Summoner Isaaru will call his three aeons, 
GrothiasPterya and Spathi. You'll have to defeat these three 
formidable opponents one after the other. Since you only use 
aeons in this battle, you needn't worry about finding all of 
Yuna's quardians beforehand. 
STRATEGY 

Isaaru sends his aeons into 
the fray one after the other. 
Grothia — his version of Ifrit — 
is first on the battlefield (Fig. 
3). He's followed by Pterya, a 
Valefor type of aeon (Fig. 4). 
Finally, Isaaru dispatches 
Spathi - a Bahamut look-alike 
- into battle (Fig. 5). There's 
no point saving your Bahamut 
until last, since two identical 
aeons cannot fight each other. 


Your aeons will find life a lot 
easier if they have Overdrives 
at the ready. Your best bet is 
to summon Shiva first. Since 
Grothia has a full Overdrive 
gauge, you should try to use 
yours first. Once Shiva bites 
the dust, summon Bahamut. 
You may find NulBlaze useful 
against fire attacks. Use 


Impulse or Blizzaga to finish off Grothia. Then lose no time in 


tackling Pterya: Bahamut's Mega Flare should do the trick. You 
can even use Mega Flare twice if Yuna is in a position to use 
her Grand Summon Overdrive. 


Your opponent has saved the best until last: Spathi is a hard 
nut to crack. Your best bet is to select Ixion or Ifrit. Your 
opponent will start a countdown after your first attack: once 
the metre reaches zero, Spathi will use his Mega Flare. Even 
with Shield, your aeon is unlikely to survive this attack, so be 
prepared to summon your next one. With the combined forces 
of your aeons, you should emerge victorious from this battle. 


WALKTHROUGH 
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Tidus, Wakka and Rikku must battie their way through a short 
water section. Your opponents — Sahagin, Remora, Phlegyas and 
Octopus — are all vulnerable to Stonetouch, Dark Attack and Slow. 
You'll see a chest bobbing up and down opposite the Save 
Sphere: you may want to take the opportunity to buy a few items 
(Fig. 6). Check that you have at least two Phoenix Downs. Swim 
around the corner to next Save Sphere on the left. Someone or 
something is lurking behind the Sphere. 


Potion 
HiPotion 500 
Phoenix Down 100 
Antidote 

Eye Drops 


Hana Distler 
Speed Distler 100 | 
Abiliy Disiler 100 


STRATEGY 


There's no longer any need to fear Evrae, who is but à shadow 
of his former self. He is in a permanent Zombie state, and 
therefore very vulnerable to anything with healing powers (Fig. 
7). Enjoy this confrontation… it's certainly one of the easier 
boss fights in the game! Dispose of the pitiful creature by 
throwing him two Phoenix Downs. 


If you decide not to use the Phoenix Downs, remember that 
Evrae counters physical attacks. His Stone Gaze will 
petrify one of your characters. If youexecutethe SR 
Open Gate Trigger Command twice, your party will 
flee into the next round chamber — where the 
fighting continues. Stone Gaze victims will enter 
the fray again, but if you decide to flee in this way, 
you'll have to leave a chest containing an Avenger 
behind. If you take flight a second time, you'll also 
have to bid adieu to the second chest containing a 
Rematch. However, if you decide to stand your ground 
just dive down to the chests after celebrating victory, and 
then leave the area via the North-East. You won't come 
across any more monsters for the moment! 


} Lightning: - eet 
Water. - 


Ice: 


HIGHBRIDGE 


While Kimahri waylays Seymour, your adventure continues with 
the other six characters at the end of the Highbridge. O'aka is 


[O'AKA 
ltems Gil 
Potion 


peddling his items opposite the Save Sphere. Make your way to Hi-Potion 500 
the North and remember to save your game before taking on Phoenix Down 100 
Seymour. Antidote 50 

Eye D 50 
Highbridge is a perfect training site for your characters, who'll Raan EN: 


find themselves up against Warrior Monks, YAT-99s and YKT- 
63s. The northern sector, in particular, is crawling with robots — 
a useful way to stock up on AP (Fig. 8). You can use Slow on 
all your opponents. As with all boss fights, take the opportunity 
to build up your Overdrives before battle. 


Nana Distiller 100 
Speed Distiller 100 
_ holy Disciler___ 100 
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STRATEGY 
Tidus, Auron and Yuna can use Trigger Commands to increase using an Overdrive attack (Fig. 10). You can lift the Protect | 
their Strength or Magic Def at the start. Seymour Natus uses status effect using Dispel. Í 
each of his elemental spells — Multi-Blizzara, Multi-Thundera, 
Muiti-Watera and Multi-Fira — to attack two of your characters If his HP drop below 12,000, Seymour will use Flare, inflicting 
(Fig. 9). If you want to use Nul magic to protect your party, up to 2,500 HP damage on a character. However, you can use 
remember that even before Seymour takes action, Mortibody Reflect to ensure that the attack is reversed. Mortibody will 
will use elemental spells against all your characters, and this now regularly heal his boss using Cura. If you use Reflect on 
will use up the Nul effect. You'll also find that Desperado will Seymour Natus, your party will benefit from the healing spells 
remove all potentially helpful status effects. — but remember that you'll no longer be able to use magic 

attacks. Don't worry: inflicting damage on Mortibody will also 
If Seymour’s HP drop to below 24,000, he'll use Protect once, have negative consequences for Seymour. Once you've 
and will then keep unleashing Break to petrify one character inflicted 4,000 HP damage on Mortibody, the creature will 
after the other. If Mortibody attacks a petrified character, its regenerate itself by absorbing 4,000 HP from Seymour (Fig. 
victim will be completely put out of action. Unless you have 11). The same will happen again with Mortibody absorbing 
some protection against Petrification, you may want to have 3,000, 2,000 and finally 1,000 HP. 


your aeons fight this phase of the 
battle. Although Seymour will 
immediately banish any aeon 
from the battlefield, you'll still be 
able to execute one action, and 
you can inflict a lot of damage 
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TIDUS AND YUNA 


ou must first attend to Yuna before your party continues its joumey in the Macalania 
Woods. Proceed towards the South until you reach the lake. Your party will leave the 
Campsite after an extended video sequence. Go back to find the chest containing a 
Lucid Ring, and then proceed to the East towards the Calm Lands. 


TIPS 


You'll now have a chance to deal with a few other matters: for example, you may want to collect 
Jecht Spheres so that Auron can learn a few new Overdrive techniques. You'l find one of the 
Spheres in the Macalania Woods — South section (Fig. 1), while another is lying next to the 
second lightning conductor tower (from the North) in the Thunder Plains — South. Detailed 
information on the Spheres can be found in the Secrets chapter. Take a look in front of Rin's 
Travel Agency on Lake Macalania: you'll find a chest containing 4,000 Gil (Fig. 2). If you don't 
mind going out of your way, you may want to accept an unusual commission from the manager 
of the Monster Arena in the Calm Lands: he'd like you to capture a few monsters … (see also 


o2 
Secrets chapter.) 
You cant go back further than the Thunder Plains — South: Guadosalam remains barred to you. 
On the way there, you'll come across Dark lxion at the Thunder Plains — North (Fig. 3). Dark Shiva 
is sent to teach you a lesson in the temple of Macalania. If you want to experience a few 
catastrophic defeats (well, 99,999 damage points is pretty catastrophic!), you may want to pay a 
visit to these Dark Aeons (see Secrets chapter). Otherwise, leave them for later — much later! 
o3 


CALM LANDS 


MONSTERS 


Name „HP, AP , Steal 
Nebiros 480 Poison Fang xl / xl 


Near Bridge 


480 


Fire Gem xl / x2 
io “Potion xl 


2750 480-530 Grenade ‚3 / xd 


|___ Gorge Bottom E 600 1300 Hana Spring 
| North Sprin 


Chimera Brain 9800 1200 Ice Gem / Lightning Gem x2 


SEA 


6600 _ Lunar Crain xd 


LEGEND 


Defender X___ 64000 


LAND OF OPPORTUNITY REA el 


n the Calm Lands, first go down the slope is well worth a visit: you'll find a chest containing a Lv. 2 Key 

towards the West: Maechen will tell you a little Sphere. Belgemine is waiting for you in the circular area to the 

about your surroundings. You'll come across South-West (Fig. 2), but you may want to save your game 

Rin in the South-West; he has some before dropping by. After all, it's not as though there's nothing 

interesting things for sale. However, before to do in the Calm Lands! If you want to continue your 
spending your money you may want to check whether the pilgrimage, you'll have to proceed to the North-East and take 
abilities of the equipment for sale can be achieved by on Defender X at the bridge. 


Customising equipment you already have in your inventory. 


Afterwards, pay a visit to the camp to the North, where you'll 
find a Save Sphere as well as a Shop stocking Holy Water 
(Fig. 1). You may want to purchase some now, even though 
the danger posed by Zombie and Curse is not yet particularly 
great. Take a look at the Monitor offering information on 
Coeurl, Malboro, Bashura and Ghost. The hill behind the Shop 
ox 02 


Gil ‚Items 
Malleable Staff 38625 _ Magic +10%, Magic +3%, (2) Potion 
Shapestifter 6150 Magic +5%, Magic +3%, Strength +5, Stength +3 | | Hi-Potion 
Buckler 25050 Magic Counter Phoenix Down 
White Armguard _ 15750 ke Ward, Water Ward, HP +5%, (Il) Antidote 
Saviour Bangle__6825 __Stoneproof, Slenceproof Eye Drops 


Wizard Bracer 16250 MP +20% MP +10%, MP +5%, (I) 
[Coratve tage 10050 Auwed 
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Mana Distiller 
Speed Distiller 
Abiliy Distiller 


|SHOP 1 


| Weapons Gil Abilities Items 
Baroque Sword 1515 Strength +10%, (l) Potion 
Ductile Rod 1515 _ Magic +10%, (I) Hi-Potion 
Switch Hitter 1515 Strength +10%, (I) Phoenix Down 
Variable Mog 1515 Mage +10% (1) Holy Water 
Halberd 15150 Piercing, Strength +10%, (I) Antidote 
Shimmering Blade 15150 Piercing, Strength +10, (1) Eye Drops 
Devastator 1575 Strength +10%, (I) Echo Screen 
Seekers Shield 1575 HP +10% (I) Soft 
Seekers Ring 1575 HP +10% (I) Power Distiller 
Seekers Armguard 1575 HP +10% (1) Mana Distler 
Seekers Bangle 1515 HP +10%, (Il) Speed Distiller 
Seekers Armlet_1575 HP +10% (1) Abiligy Distler 
Seeker's Bracer 1575 HP +10%, (I) Grenade 
Seekers Targe 1575 HP +10% (1) Map 

TT 
TIPS 


Kimahri can learn a good deal from the local creatures: Chimera Brain can teach him Aqua 
Breath, while he can learn Stone Breath from Anacondaur and Bad Breath from Malboro (Fig. 3). 
Bad Breath inflicts Darkness, Silence and Confusion simultaneously. The more powerful 
monsters, such as Malboro and Ogre, tend to congregate in the North-West of the Calm Lands. 


You'll occasionally encounter burning Mech Scouters. These differ from the conventional model in 
that they hand out more AP but fewer Gil, and Steal will yield one Grenade fewer. Incidentally, 
Steal completely destroys both models. 


BATTLE OF THE AEONS — PART 8 


Belgemine's challenge is given under the now familiar conditions. This time you'll be facing her 
Shiva, who has 15,000 HP (Fig. 4). Things shouldn't be too difficult if you summon Ifrit or 
Bahamut, complete with their Overdrives. Regardless of the battle outcome, Belgemine will present 
you with an Aeon's Soul, a Key Item which will enable you to increase your aeons' attributes. 
Victory will be rewarded with an additional 30 Power Spheres, while 30 Speed Spheres should 
cushion the blow in the event of a defeat. 


) MONSTER ARENA 


The entrance to the Monster Arena is in the East of the Calm 
Lands, to the North of the two treasure chests containing 5,000 
and 10,000 Gil, You may want to take up the arena operators 
offer and go on a monster hunt, using weapons with the Capture 
ability. You can only obtain these from the arena manager. They 
don't have to be equipped throughout the whole battle; just 
make sure that they are used for the final blow. 


If you decide to take up this challenge, you should equip at least 
one of your fighters with a Capture weapon. If you catch at least 
one of each of 
the nine different 
creatures found in 
the Calm Lands 
(excluding 
Machinas), the 
arena will be re- 
opened. You'll be 
rewarded with 60 


RUN GHOGOBO, RUN! 


As well as Al Bhed Primer. XXIII (Fig. 6), you'll find a female 
Chocobo trainer in the North-West of the Calm Lands (Fig. 7). 
Have a word with her if you want to train one of the creatures. 
You'll first have to guide a rather wilful Chocobo over a course 
within 12.8 seconds. As well as an Elixir, you'll be rewarded 
with a permit allowing you to ride a Chocobo in the Calm 
Lands. You can also take up a few more challenges and win 
some prizes, and you may enjoy distracting the guard on the 
ramp in the North-East. Take a look at the Secrets chapter to 
find out all about Chocobo racing. 


While riding a Chocobo, you may want to examine the 
Chocobo Feather in the South-East of the Calm Lands: you'll 


AP: 6660 


Lunar Curtain x4 
|Weaknesses: Dark, Armour Break 
Elemental characteristics: 

MR Fire: 

Lightning: - 

MM Water 

Ice: 
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Farplane Winds and a chest (Fig. 5) containing Yuna's Celestial 
Weapon. You'll need the Celestial Mirror to open the chest. The 
arena manager also breeds monsters which you wont 
encounter anywhere else in Spira: take a look at the Secrets 
chapter to find out more. You'll also find information on the 
Celestial Mirror in the Secrets chapter. 


SHOP 2 


pons Gil Abilities ‚Items Gil 
Taming Sword 9075 Capture, (1) Potion 50 
Herding Staff 9075 Gape, (1) Hi-Potion 500 
Catcher 9075 Capture, (1) Phoenix Down 100 
Trapper Mog 9075 Gape, (1) {| Holy Waeer 300 
Taming Spear 9015 Gape, (I) Antidote 50 
Beastmaster 9075 Capture,(1)__ {| Eye Drops so 


lron Grip 9075 Echo Screen 50 
Soft 50 
Power Distiller 100 
Mana Distiller 100 
Speed Distiller 100 
Ability Distler 100 


pure (1) 


then access the passage leading to Remiem Temple. There, 
you'll find Al Bhed Primer XXIV and meet up again with 
Belgemine. You can also take part in another Chocobo race. 
You'll find everything worth knowing about the Remiem Temple 
in the Secrets chapter. 


STRATEGY 


Defender X is quite literally a hard nut to crack, so you'll find 
Armour Break very useful. If you can speed them up at the 
start using Haste, you'll find that Yuna, Auron and Wakka make 
a good team. Protect offers some protection from Defender X's 
powerful attacks (Fig. 8). Wakka's best bet is to use Dark 
Buster in each round, while Auron should attack and Yuna 
should use her healing skills. Once your opponent's HP drop 
below 10,000, he'll use Slowga and Mighty Guard. 


Defender X will generally make quick work of aeons, so you 
should only use them if they can unleash successful Overdrive 
attacks. If Yuna has mastered the Healer Overdrive Mode, you 
won't have to build up each aeon’s Overdrive gauge for the 
battle. Since Yuna is very busy healing, it won't take long for 
her to fill her Overdrive gauge, allowing her to use Grand 
Summon. Depending on Lulu's strength, you may find her 
elemental spells effective as long as Auron has prepared the 
ground by using Mental Break. 


You do have one trick up your sleeve if you want to simplify 
matters: use Provoke to prevent your opponent from using his 
deadly Haymaker. He'll then have no choice but to keep 
attacking with the Blast Punch, which halves his target's HP. 
reducing it to 1 in the worst-case scenario. 


CAVERN OF THE STOLEN FAYTH HILL PITS el 


Once you've sorted out Defender X, you can proceed to the land of the Ronso in the North. Of course, 
you can also make a detour at the bridge and go to the Gorge Bottom (Fig. 9). There, you'll find the 
Rusty Sword to the far East; with the right ingredients, this will one day be transformed into Auron's 
Celestial Weapon. You may also want to pay a visit to the Cavern of the Stolen Fayth. As well as a 
variety of items, the Cavern is home to Al Bhed Primer XXV and the aeon Yojimbo. Take a look at the 
Secrets chapter to find out more. 
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| MONSTERS 


Name HP AP al 
« Biran Ronso Varies _ 4500 3 Key Sphere xl / xl 


LEGEND Ì TER ligbaning Goa al 72 


{| h 8 
Object Qty. Nidhogg 2000 _ 810 Hi-Potion / Gold Hourglass 


A Braska's Sphere I 


20000 


Grat 4000 _ 980 Antidote xd / Remedy x3 


Mech Defender _ 8700 950 Al Bhed Potion x2 / 13 


G_ Saturn Crest ij 


«Seymour Flux __ 70000 10000 Elixir 


— „LA MATTER OF HONOUR 


{__imahri must defend his honour on his own in a battle against Biran and Yenke. If 
|_yowre short of equipment, you can acquire some from the Ronso at the front 
right (Fig. 1). Go up the slope as soon as you're ready; to ensure that the gauge 
can fill during battle, check that Overdrive Modes such as Comrade are not 
activated. You should use a weapon with a high Strength bonus; what's more, you'll find that 


Sensor has no effect on the Ronsos. 


SHOP 
Weapons, Gil, Abilities 
Baroque Sword DNS Strength +10%, (2) 


Switch Hier 22725 Strength +10%, (2) 


31815 


Shapeshifter Piercing, Strength +10%, (2) 


Devastator UNS Strength +10%, (2) 


Glorious Ring 45 HP +10%, (2) 


Glorious Bangle 


ATS HP +10% (2) 


Glorious Bracer ans 


BIRAN AND 
YENKE RONSO 


HP _+10%, (2) 


STRSRECY 


Phoenix Down 100 
Echo Screen 50 
Power Distiller 100 
Speed Distiller 100 


o2 


o3 


Status effects such as Darkness, Sleep or Slow have no effect, but as always you'll find Haste 
very useful. If you have not learnt Haste and the battle is posing problems, try and use a White 
Magic Sphere on the Sphere Grid before you start combat. If you want to engage in a bit of pick- 
pocketing, use Steal and Mug to rob your two opponents of Lv. 3 Key Spheres. Whatever you do, 
make sure that you have enough potions in reserve! 


Kimahri can learn numerous Ronso Rage abilities from the Ronsos. Biran has Thrust Kick, Mighty 
Guard, Doom and Self Destruct, while Yenke has Aqua Breath, Fire Breath, Stone Breath and 
White Wind (Fig. 2). Mighty Guard and White Wind can only be learnt after they have been used 
by the enemy. Once Biran's HP drop below 50 %, he'll use his Mighty Guard. Similarly, Yenke will 
use White Wind as soon as his HP fall below 50%, 


Normal attacks only have an effect after Kimahri has been 
caught in a pincer movement (Fig. 3). Biran and Yenke will offer 
each other mutual protection if they're standing beside one 
another. In that event, use your healing skills or techniques 
such as Aqua Breath. The two Ronsos' HP figures depend on 
Kimahri's attribute levels. Take a look in the Monsters chapter 
to find out how they are linked. 


THE LONG MARCH 4 
After defeating the Ronsos, return to the Mountain Gate in order 
to save your game. The route across the mountains is long and. 
hazardous, and Save Spheres are thin on the ground… fiends, 
on the other hand, are not! 


Right at the start you'll come across two treasure chests 
containing a Mega-Potion and 20,000 Gil respectively. At the 
end of a small dead-end to the North you'll find Braska's 
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Sphere (Fig. 4). If you've already collected two Jecht Spheres, 
Auron will now be able to leam his second Overdrive technique. 
In the far West of this section you'll also find a Defending Bracer. 
Shortly afterwards you'll meet O'aka's brother, Wantz, the last 
trader to sell you goods on your pilgrimage (Fig. 5). Lay in some 
reserves of Holy Water. You may also want to consider buying 
some armour with Zombie protection. 


Îts now a fair distance until the next Save Sphere. On your way 
you'll stumble across two chests containing an HP Sphere and a 
Lv. 4 Key Sphere: they're slightly off the beaten track. If you 
want to use the Save Sphere to ensure that your party is at its 
fittest, it may be a good idea to walk around a bit, engage in a 
few battles and make sure that your fighters and aeons enter the 
next boss fight with full Overdrive gauges. 


TIPS 


Although fiends in the Monster Arena are listed 
under specific areas, you can capture a listed monster wherever it 
appears. For example, any Imps of Nidhoggs you capture on Mt. 
Gagazet will still count towards the total listed under Cavern of the 
Stolen Fayth. 


Remember that the Firestrike ability has little effect on these 
opponents. You can use Threaten to paralyse the powerful 
Bashura. Extensive use of your abilities may force you to use up a 
few valuable Ethers before you reach the next Save Sphere. 


W. 


Weapons 
Double-Edge 
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Gil Abilities 


4350 


Freske, kestrike, (1) 


Conductor 90750_itiative, (3) 
Double Penalty — 18150 _Sleeptouch, Silencetouch, Darktouch 
Booster Cacwar 112750 Magic Booster, Magic +10%, Magic +5%, (1) 
Indent 6450 Firestrike, Lightningstrike, lcestrike 
Shimmering Blade 16650 Piercing, Strength +10%, Swengh +5% 
Survivor 97815 Alchemy, Strength +10%, (2) 
Tetra Shield 45315 HP +10%, Defence +10%, (2) 
Blessed Ring 37750 Magic Def +10% Magic Def +5%, Zombie Ward, (I) 
Tetra Armguard 52875 HP +10%, MP +10% (2) 
Shell Bangle 18225 SOS Shell, (2) 
Tetra Armlet 45375 HP +10%, Defence + 10%, (2) 
Blessed Bracer 22875 HP +10%, Zombie Ward, (2) 
Haste Targe 90225 SOS Hast, (2) 

Í Items Gil 


Phoenix Down 
Holy Water 300 
Antidote 50 
Eye Drops 50 
Echo Screen 50 
Soft 50 
Power Distiller 100 
Mana Distiller 100 
Speed Distiller 100 
Distiller 


'MOUR 
FLUX MORTIORGHIS 

HP: 70000 AP: 10000 HP: 4000 AP: - 
Steal: Elixir Steal: - 
Weaknesses: - Weaknesses: - 
Elemental characteristics: Elemental characteristics: 
IR Fre - MM Fire - 
|_! Lightning: - Lightning: - 
MW waer = MM Water = 

lee: NE | Ice: = 


STRATEGY 
Yuna and Kimahri can increase their Magic Defence or Strength 
by ten points at the start: all they have to do is address 
Seymour Flux using the Trigger Command. You can use Hastega 
to speed up all your characters at the start of battle, but the 
effect will generally be lifted by Seymour's Dispel. 


Seymour's spear attack will turn one of your fighters into a 
Zombie. Mortiorchis will then use Full-Life to kill the Zombie (Fig. 
6). In between these two actions you'll have a chance to heal 
affected heroes using Holy Water or a Remedy. The Cross 
Cleave (Fig. 7) will hit all three characters and may inflict over 
2,500 HP damage. The good news is that Yuna can use Protect 
to reduce the massive damage. Seymour will occasionally use 
Dispel to lift all positive status effects. However, you can use 
Silence Buster to prevent both this and his Flare attack. You may 
also want to try and poison 
him using Bio. 


Once Seymour’s HP drop 
below 35,000, Mortiorchis will 
use his Total Annihilation 
attack after two rounds. Shell 
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(not Protect!) can be used to reduce the damage by around half 
to 2,000 points. There's no way of preventing this attack, even if 
you earlier managed to reduce Mortiorchis's HP to zero. As 
always, he will absorb new reserves of energy from his “boss”. 
It may be a good idea for Kimahri to use Mighty Guard before 
Total Annihilation. Alternatively, why not use one of Rikku's mixes? 


If you took the shortest route through Spira, rather than having 
your characters put in plenty of training, then this battle could 
become rather tricky. However, you can always use the aeons to 
level the playing field (Fig. 8). As in the previous battle, Seymour 
will banish them after their initial attack, but you'll find that a 
successful Overdrive is worth the sacrifice. Seymour won't last 
long if you ensure that all five aeons' Overdrive gauges are full 
before the battle. 
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JUST A DREAM? 


After the battle, carry on with your journey as normal. In front of the caves of Mt. Gagazet. Talk to the Fayth in Tidus's house, 
the Save Sphere, take a look between the pillars on the left: then follow him outside. Eventually, Tidus will wake up and you 
you'll discover the Saturn Crest hidden in a chest. Tidus will can proceed with your journey. 


| experience a rather revealing dream sequence before you reach 
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Road to Zanarkand Ruins 


u Region 


l MONSTERS 


|_Name ‚HP, AP ‚Steal 


Splasher 200-600 140-440 Grenade, Frag Grenade _ 

| | Ahriman 28002200 Musk 2/9 

| Achelous 5100730 Water Gem »2, Healing Spring 
Maelspike 10000 600 Water Gem x2 / ‚3 


Behemoth 23000 6540 Ether, Hana Tablet 
Mandragora 31000 6230 Remedy x 2/3 
« Sancuary Keeper 4000011000 Turbo Ether xl/ s2 


”/ 
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TRIALS 


eave the Save Sphere in the cave and make 
your way to the West. Once you reach the 
water, Tidus, Wakka and Rikku will continue 
their journey alone. The underwater fiends can 
be kept in check using Dark Attack. Your first trial awaits you 
in the far North. Wakka must throw a ball through the opening 
in the rotating shields in order to hit the glowing centre (Fig 
9). Wait until the sphere is completely covered by the larger 
wall before throwing the ball. You can have as many attempts 
as you like, so success is guaranteed… sooner or later! Once 
completed, a chest containing a Lv. 1 Key Sphere will appear. 


Return to the Save Sphere, proceed up the steps to the North, 
and continue until you have no choice but to carry on 
underwater. Incidentally, if you are drawn into battle on land, 
you'll be able to use your other fighters again. Now swim 


oo 


TIPS 


You'll encounter a few nasty fiends in the caves. Many of these monsters are resistant to Water, 
and you will often find that Fire is not much use either. Kimahri can learn White Wind from the 
Dark Fans. You won't be able to inflict much physical damage on this creature until you've used 
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towards the three glowing circles (Fig. 10). The colours 
correspond to your characters’ colours on the Sphere Grid: 
green for Rikku, blue for Tidus and orange for Wakka. (You'll 
find that the obvious “small, medium, large” principle also 
works.) You will then see a chest containing a Fe 


A passage to the West will have been uncovered above the 
Save Sphere. At the end of this passage you'll find two chests 
containing a R Sphere and a Recovery Ring. Still in the 
West, on your way to the first trial, you'll find another chest 
containing a Pep Talk. Once you've decided to leave the cave, 


head North from the Save Sphere and climb up the stairs on 
the left-hand side of the first chamber (Fig. 11). Once you 
have climbed the stairs, you can save your game and prepare 
for the next boss fight. Make sure that your party is protected 
against negative status effects! 


Armour Break (Fig. 12). A Mandragora will inflict a variety of negative status effects, but you can 
prevent this with Sleep Buster. You'll find that Behemoths are very vulnerable to Bio and can teach 
Kimahri Mighty Guard! Remember that you can reduce physical damage by using Protect. 


Eg SANCGTUARY 
KEEPER 

40000 AP: 11000 
Steal: Turbo Ether / 2 


STRATEGY 


Use Hastega, Dark Buster, Armour Break and Mental Break at the 
start. You can also use Protect to reduce any damage received. 
Your opponent will occasionally use Curaga to heal himself, 
boosting his HP by a respectable 9,999 points. To prevent this, 
either cast Reflect on him or have a fighter with the Use 
command throw a Star Curtain. Your opponent will occasionally 
cast Reflect on one of your party; this can be reversed with 
Dispel or by replacing the character in question. 


Auron can use Threaten to hold up the Sanctuary Keeper briefly 
(Fig. 13). The Sanctuary Keeper's Photon Wing inflicts Sleep, 
Silence, Dark, Confuse and Curse. If you summon an aeon, your 
opponent will eventually unleash Mana Breath which will dispatch 
the poor creature into oblivion (Fig. 14). Prepare ahead and make 
sure that the aeon is ready to unleash an Overdrive immediately. 


Mana Breath doesnt only make life difficult 
for your aeons. Luckily, this attack will only 
affect one character, but the damage 
inflicted may exceed 4,000 HP. You'l 
simply have to revive the victim. The 
Sanctuary Keeper also has a normal attack 
up his sleeve, but you'll find this relatively 
harmless. His Tail Sweep can awaken 
characters who've been put to Sleep but 
will delay their next turn. 
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ZANARKAND RUINS 


Corridor 


Overpass 


The Beyond 


Great Hall 
Zanarkand Ruins 
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Mt, Gagazet Object ay 
jl ‚el 
A Fortune Sphere I 
|L MONSTERS k B_ Friend Sphere I 
i 4 Ì C Gl 10000 
|_N _ ‚HP, AP, Steal D_ Luck Sphere 
Ahriman 2800 2200 Musk 273 | EL 3 ley Sphere I 
Fallen Monk 33001200 Candie of Lie x2 / Puriying sal | F_ Spiral Targe [ 
ATIT 3700 3200 Holy Water 13 / Ether xl | G_ Sun Crest I 
VTU 6200 3200 Holy Water 13 / Ether x2 IT En 
Grendel 9500 2600 Hi-Potion / Mega-Potion 
Dark Flan 12800 3750 Star Curtain / 2 
Bashura 17000 1860 Soul Spring / xd Châmbaf of heFavi) 
Behemoth 28000 6540 Ether / Mana Tablet 
Handragora 31000 6230 Remedy x 2 / © 
Defender 1 42300 6000 Lunar Curtain 2 Î 
«Spectral Keeper 52000 12000 Ether / Turbo Ether 


sara 102000 HOOD Saria Ter / Fara Wind | 


NOTHING IS AS IT WAS 


n the way to the Dome you'll initially come 

across a few creatures from the Mt. Gagazet 

region. You'll then have to take on more robots 

but be warned: Steal proves useless against 
them. Once the YKT-11 is the last robot left standing, he'll use 
his Thrust Kick to eject your fighters from the battlefield. You 
won't stand a chance without Armour Break and Mental Break, 
especially when facing the formidable Defender Z (Fig. 1)! If 
necessary, you can use a Phoenix Down or Life magic to 
dispose of the undead Fallen Monks instantly. You can also 
steal a respectable stock of Holy Water from YAT-97s: you'll be 
glad of it later on! 


CEQFSTER 


. THE TRIALS 


tis not yet possible to obtain bonus items 
during these Trials; for that, you'll have to 
return once you have the Airship. In order to 
start the Trials, step on the green square by the 
steps (Fig. 1). You'll see nine glowing circles on the ground. If 
you touch one of them, part of a puzzle will light up around it, 
your aim is to activate the five fields displayed on the rear 
wall. Don't worry if you step on the wrong field: it just means 
you'll have to start again from scratch. You won't have any 
problem finding the right points if you compare the display 
with the map on this page (Fig. 2). The door to the next room 
will open, and you'll see six Pedestals appear in the niches. 


Push the Pedestal near the door in the North-West: new parts 
of the puzzle will be shown on the display. Go into the hall next 
door and examine the display in the North (Fig. 3), then activate 
the required symbols by 
touching the glowing points 
(Fig. 4). Once you've 
activated all six fields, the first 
symbol will light up in the 
centre (Fig. 5). Return to the 
chamber and push the next 
pedestal into the wall. >> 
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Take the Fortune Sphere and Spiritual Targe from the western 
edge of the road. In the Dome — Interior, climb onto the 
roofing, where you'll find 10,000 Gil waiting for you. After your 
encounter with an old acquaintance in the East, take a look 
around for a Friend Sphere. You'll find a Lv. 3 Key Sphere if 
you follow the narrow path downwards (Fig. 2). Now all that 
remains is to open the chest containing a Luck Sphere before 
saving your game and taking on the Trials. 


ZANARKAND 


OF TRI&RS 


LEGEND 
Object 
A Besaid Sphere 


Trials 


Chamber of the Fayth 


El 


> > You'll have to activate seven fields at the pedestal in the 
South-West, as shown in Fig. 6. Once you've pushed the 
pedestal into the wall in the North-East, you'l activate nine fields 

| (see Fig. 7). All that remains is the south-eastern pedestal, where 
you'll have to activate another seven fields (Fig. 8). Once you've 
completed these tasks, you'll receive the Kilika Sphere, which 


STRATEGY 


This confrontation takes place on a unique battlefield. The 
Spectral Keeper is surrounded by six fields, three of which are 
occupied by your active fighters. You can use Trigger Commands 
to reposition your characters on any available field (Fig. 10). 
Haste will be particularly useful during this battle. Your opponent 
generally uses attacks which cause Berserk: if you happen to 
have the necessary protection, make sure you equip it 
beforehand. If not, carry out some quick healing using a Remedy 
Í or Esuna. 


If you attack the Spectral Keeper, he will counter by attacking the 
three fields in front of him (Fig. 11). It's therefore important to 
position the character with the most HP and the greatest 
protection (Protect will prove useful) in front of the creature, with 
your two other fighters behind the Spectral Keeper. If you position 
all your heroes behind the Spectral Keeper he'll just turn around, 
which could prove nasty. Your best bet is to leave a free field 
between your characters. You can use Provoke to determine 
which character is attacked. 


Your opponent will occasionally lay Glyph Mines on two of the 
six fields. These will explode 
after a number of turns, 
instantly causing death (Fig. 
12); don't waste any time 
moving your fighters to safety. 
If you summon an aeon, the 
unfortunate creature will 
instantly fall victim 


YUNALESCA 


HP: 24000, 48000, 60000 AP: 14000 


Steal: Stamina Tablet / Farplane Wind 
Weaknesses: — 


you'll find to the left of the display in the North (Fig. 9). In the 
small chamber, insert the Kilika Sphere into the middle pedestal 
on the West side. Then go back to the hall and take the Besaid 
Sphere which you'll find to the right of the display panel. Insert it 
in the remaining pedestal (at the centre of the eastern wall), push 
both the pedestals into the wall and return to the hall. 
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SPEGTRAL 
KEEPER 


Fire: 
Lightning: — 
Water: - 
Ice: hd 


to a mine. Since aeons cannot last long against the Spectral 
Keeper, your best bet is to trigger an Overdrive immediately. 
Incidentally, there's no point selecting Dismiss: your characters 
would simply be blown up by the Glyph mine intended for the 
aeon. 


Save your game after defeating your opponent. It might be a 
good idea to then leave the temple and fill your Overdrive gauges 
before the next battle: things are about to get rather tricky! 
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STRATEGY 


Yunalesca's normal attack nullifies the effects of Haste, Protect 
and Shell, so you can't rely on their useful properties for long 
Protection against Silence and Darkness is vital (Fig. 13). Some 
actions, such as Steal, will be countered with Sleep. However, it 
is worthwhile stealing Stamina Tablets. These useful little pills 
double a characters HP for the duration of a battle! In her initial 
form, Yunalesca shouldn't give your party too much trouble. 
However, she becomes considerably more dangerous with each 
transformation, so you'd be well advised to save your Overdrives 
and aeons for later rounds. 


Yunalesca will use Hellbiter, a nasty attack which inflicts the 
Zombie status on all your characters (Fig. 14). She will then use 
healing spells such as Regen to injure the undead. This status 
can only be lifted using Holy Water or a Remedy. Equipment 
with Zombie protection is recommended, but not for the third 
round of the battle. Using aeons is not particularly effective 
since Yunalesca uses Absorb on them, enabling her to reduce 
some of the damage dealt to her each time. >> 


>> Yunalesca will use Mega Death right at the start of the third 
round, putting all characters who are NOT undead out of action 
immediately and possibly causing a surprise end to the battle. 
You should also be prepared for this attack later. Your best bet is 
to ensure that at least one character is permanently 'zombified’ 
from the end of the second round — not the easiest task! 


Your opponent also uses Mind Blast in the third round which 
causes Confuse. Incidentally, you can use Dispel to lift the 
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effects of Regen without altering a characters Zombie status. If 
you have already mastered the Holy spell, now is the time to 
use it (Fig. 15) 


After defeating Yunalesca, take a look at the back of the 
battlefield: you'll find a chest containing the Sun Crest (Fig. 16) 
once you've climbed up and down the stairs. There is only one 
way out: take the stairs in the front. If you want the Airship to 
pick you up, just leave the Dome. 


AIRSHIP 


| A BETTER WAY TO FLY 


If you've been keeping up with your blitzball, 

you can now recruit Wakka to your team. Just 

address him on the bridge at any point from 
now on using @. Outside you'll find Rin selling goods at very 
good prices. 


Follow Yuna to the Cabin at the other end of the Airship and have 
a word with her. Return to the bridge after Kimahri joins you and 
chat with Cid (Fig. 1). Select Highbridge as your next destination. 
Approach the guards and request an audience with Maester 
Mika; after an eventful sequence, you'll return on board. Have a 
word with Cid in order to select your next destination: Sin! 


Let's assume that you want get to grips with Sin immediately. 
You'll find abilities such as Doublecast, Quick Hit and Auto-Life 
useful for dealing with the forthcoming challenges, but they can 
only be attained by unlocking new areas on the Sphere Grid 
using Lv. 4 Key Spheres. However, you may be able to make do 
without these powerful abilities. After selecting Sin, you'll have to 
leave the Airship via the upper deck, as you did in the battle 
against Evrae. 


TIPS 


Captain Cid will give you a few options from now on. You can 
head for any of the locations shown on the List or you can use 
Input to enter passwords allowing you to access secret 
locations (Fig. 2). You can also use Search to examine your 
map for hidden areas; you'll find a complete list in the Secrets 


Weapons 
Variable Steel 


Gil Abilities 
75750 


Potion 


ST Ml Bhed Potion 1000 


Phoenix Down__ 100 


-Rounder 


Power Distiller 100 
Speed Distler _100 


chapter. When on the ground, just go to any Save Sphere if you 
want to be teleported back to the Airship. 


You can now look for the remaining aeons or Celestial Weapons in 
both familiar and hidden locations. You can also capture fiends for 
the Monster Arena, complete the 
remaining mini-games, visit the 
legendary Omega Ruins (Fig. 3) 
and much, much more. You'll 
find all your options in the 
Secrets chapter. 
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Tower of the 


|__ Object 


Defending Bracer 
Defence Sphere 
Elixir 
Four-on-Ône 

Gil 

HP Sphere 
Laevatein 

Lv. 3 Key Sphere 
Lv. 4 Key Sphere 
Megalixir 
Phantom Ring 
Special Sphere 
Wizard Lance 
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Sea of Sorrow 


Near Airship 


| MONSTER 

HP AP 
2800 2200 
7400 2400 
Sinspawn Genais 20000 1800 
Wraith 2 3100 
Gemini® 36000 7800 
« Sin (Core) 36000 18000 
Demonolith 45000 11000 
Adamantoise 54400 12500 
Varuna 56000 19500 


Great Malboro 64000 21000 
Sin — Left Fin 65000 16000 
=Sin — Right Fin__65000 17000 

Behemoth King _ 67500 16800 


Land Worm 80000 22000 
« Seymour Omnis__ 80000 24000 
Barbatos 95000 17500 
«Sin 140000 20000 
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Healing Spring / Twin Stars xl 
Stamina Spring 

Shining Gem / Supreme Gem 
Star Curtain / Blessed Gem 
Ether / Supreme Gem 
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STRATEGY 


Take on Sin's left and right Fins one after the other; there's no 
strategic difference between the battles. Both Fins have a high 
degree of resistance against physical attacks and magic, so 
you'll find Mental Break and Armour Break useful (Fig. 1). Sin 
occasionally uses Negation to increase this resistance, so 
Auron should make regular use of these techniques. Don't 
forget to use Hastega! You can also use Shell to protect your 
fighters. If any of your party has them, attack with Doublecast 
and Flare, or with Ultima. 


Tidus and Rikku can take care of navigational matters, making 
sure that Cid moves the Airship towards or away from Sin. 


STRATEGY 

Any magic directed against Sin's core will be absorbed by his 
Sinspawn Genais, so tackle the latter first (Fig. 3). Use Haste on 
your party while inflicting Slow on the Sinspawn and remember 
that he's vulnerable to Fire. Once his HP drop below 50% he'll 
retreat into his shell, use all means at your disposal to inflict 
maximum damage before your opponent retreats. You can use 
Silence to prevent the Sinspawn using Cura. Once he withdraws 
into his shell, be warned: he's preparing to use Gravija; use an 
aeon’s Shield command to bear the brunt of this attack. 


Use Armour Break and MI Break to weaken the core, then 
follow up with your strongest attack (Fig. 4). If the attack in 
question is Holy, Flare or Ultima, you may find it helpful for 
other characters to use Copycat. If Yuna is busy with attack 
spells, Rikku can use Al Bhed Potions to heal your party if 
they've been poisoned by Sin. You'll make a brief return to the 
Airship after battle, enabling you to switch your weapons and 
armour before confronting a furious Sin. 


AP: 16000 
Mega-Potion / Supreme Gem 


|Elemental characteristics: 


X-Potion / Shining Gem 


|Elemental characteristics: 


You'll have no option but to move the Airship away once your 
opponent gathers energy for his Gravija attack. Make regular 
use of close-range Breaks, and have Wakka and Lulu use 
long-range attacks (Fig. 2). You'll also find Cheer useful during 
long-range combat. Remember that you'll have to face another 
battle as soon as you've dealt with the two Fins, so don't use 
up all your Overdrives just yet. 
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STRATEGY 


You have no choice but to defeat Sin before his Overdrive 
gauge is full, otherwise he'll employ an attack which is 
impossible to defend against, thus leading to immediate 
defeat. You'll therefore have to attack as quickly as possible; 
Haste is absolutely vital, and some protection against 
Petrification would also come in handy. Sin may occasionally 
also use Confuse and Zombie. 


Close combat will only become possible once Sin has moved 
towards you twice. Use the time to cast Haste and execute 
other defensive actions (Fig. 5). Once you're close enough, 
make use of Armour Break, Mental Break and Quick Hit. The 
aeons are of little use since their Overdrives entail long 
recovery phases. Only use Bahamut's Mega Flare right at the 
end (Fig. 6), once you're certain that it will put an end to Sin 
once and for all. Acts of desperation such as Self Destruct or 
Spare Change (100,000 Gil will inflict 9,999 HP damage) may 
also work: desperate times call for desperate measures! 


SEA OF SORROW 


You can access the Airship from the next Save Sphere: dont 
worry, you can return here at any time. If you want to finish your 
adventure right now, you'd better be prepared to face some 
formidabie opponents whose colleagues across the Sea of 
Sorrow are even more dangerous! But it's not all bad news: 
Kimahri can lea Doom (from the Wraith), Bad Breath (from the 
Great Malboro) and Mighty Guard (from the Behemoth King). 
Incidentally, the Behemoth King is a very poor loser, letting loose a 
Meteor as his parting shot. You can try and minimise the massive 
damage by having one or two characters defend using ®. You 
may have to summon an aeon shortly before the end; however 
you shouldn't have any problem if you've mastered Auto-Life. 


TIPS 


You'd be well advised to keep the fighting close to Save 
Spheres. just in case! If your characters are not as strong as 
they could be, remember: there's no shame in fleeing and living 
to fight another day! It is recommended that you place your 
fastest character (generally Rikku) in the active team and keep 
Tidus in reserve; this will enable him to enter battle at any point, 
thus allowing you to select Flee. After each battle, you can then 
go to the main menu and change the Formation back again. Even 
if youre having trouble with "normal” opponents in this area, you 
should still be able to defeat the upcoming boss monsters. 


SIN (HEAD) 


This ís no ordinary battlefield: unfortunately, the game map 
only shows where you've already been; it might help to 
consult the map on page 130. There are a few treasure chests 
above the small waterfall (Fig. 7), but these can only be 
reached via a detour from the other side. You'll find five chests 
containing an Elixir, a Lv. 3 
Key Sphere, a Phantom Ring, 
a Special Sphere and a 
Wizard Lance. Yet another 
trial of strength awaits you in 
the next section … 


SEYMOUR 
OMNIS 


Lightning: variable 
Water: __ variable 
lee: variable 


STRATEGY 


Behind Seymour, you'll see four disks with different coloured 
spheres: these are known as Mortiphasms (Fig. 8). Purple 
indicates Ice, red Fire, green Lightning and blue Water. Seymour 
Omnis always uses four spells in sequence: the spells in 
question are determined by the coloured spheres. For example, 
if there are only red spheres pointing towards Seymour, he'll 
use Firaga four times. Equip your party with armour offering 
protection against the various elements. 


The disks also determine your opponent's weakness: this will 
always be the opposite of the element with which he's 
attacking. If one of your party has mastered Doublecast, you're 
already a step ahead of the game. You should also use 
Hastega, Armour Break, Mental Break and Nul spells. 
Unfortunately, these don't offer complete protection since four 
spells are cast during each round. Once Seymour has been 
attacked six times, he'll use Dispel first, followed by Ultima (Fig. 


9). There's no way of reducing the damage inflicted by Ultima: 
you'll simply have to grit your teeth and take around 4,000 
damage points. The discs will then rotate so that four differently 
coloured spheres are pointing towards Seymour. 


The spells will be particularly strong if each of the four spheres 
has the same colour. If a disc is attacked, it will rotate, with the 
result that Seymour now casts different elemental spells. And — 
to make matters worse — Seymour will once again banish all 
your aeons almost immediately. 
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CITY OF DYING DREAMS 


From now on, you'll find your opponents even more 

dangerous. and they have frighteningly high degrees of 
immunity to just about everything you can throw at them! To the 
North of the Save Sphere, you'll see a Glyph on the right-hand 
wall (Fig. 10). You'll have to defeat ten fiends in this area for the 
first wall to open. If you want to get your hands on a Lv. 4 Key 
Sphere, you'll have to defeat a total of 35 opponents here. 


Your route then takes you to the North-West. Take a look 
around when the road turns back to the North: you'll see a 
symbol on the ground. If you stand on it for a moment, a 
platform will transport you to Wakka's Four-on-One weapon. A 
few metres further to the North, you'll have to press yourself 
against the West wall in order to retrieve the Defending Bracer 
behind it. A little further on, you'll see a ramp leading down to 


TOWER OF THE DEAD 


After entering the tower, you'll have to collect ten items. Your 
surroundings are rather surreal, with constantly changing 
perspectives; no wonder you feel disoriented! Coloured 
crystals appear for just a few seconds at a time: you'll have to 
touch them to obtain the coveted objects (Fig. 13). Try to 
avoid the icicles constantly sprouting from the ground; if you 
touch one of them, you'll have to battle monsters. (You can 
spot the icicles by a white light which flares briefly on the 
ground before they emerge.) Your best bet is to keep moving; 
you'll automatically be taken to the next area after touching the 
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a chest containing 20,000 Gil (Fig. 11). A nearby platform will 
take you to a couple of chests containing a HP Sphere and a 
Defence Sphere. From there, a lift will take you down; touch 
the Glyph on the wall to obtain the nearby Megalixir. 


Now you're almost at your destination. At the next junction, 
keep an eye out for a little niche in the South wall (Fig. 12). 
You'll see a small building which you can enter from the South. 
You'll slither down a ramp, landing close to a chest containing 
Laevatein. Now all you have to do is climb back up the wall to 
the North-East and make your way to the final Save Sphere. 
You can now choose whether to take advantage of the Save 
Sphere and return to the Airship.. or whether to face the final 
challenge! 


tenth and final crystal. The ten objects are as follows: Prism 
Ball, Stillblade, Mage's Staff, White Magic Sphere, Wicked Cait 
Sith, Hrunting, Skill Sphere, Knight Lance, Infinity, and Attribute 


Sphere. Now just pay a quick 
visit to the Sphere Grid 
before approaching the 
creature lurking menacingly 
in the background. 
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Steal: Turbo Ether / Elixir 
Weaknesses: - 
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(ER Fire - 
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STRATEGY 


To the left and right of your main opponent you'll see two 
pillars hovering in mid-air (Fig. 14). They recharge the 
Overdrive gauge of Braska's Final Aeon, and regularly boost 
his HP by 1,500 points. If you do manage to destroy these 
pillars, they'l re-appear a few rounds later. Each has 5,000 HP 
to start off with, but this increases after each reappearance. 
Things could get nasty if you destroy just one of the pillars: 
the remaining one will attack using Osmose and any number 
of unpleasant status effects. 


Although your opponent is already pretty formidable during the 
first half, you should keep your aeons in reserve for the 
second round. You'll have no choice but to use Haste, Protect 
and Regen. and you could do with some protection against 
Petrification. Tidus can reduce the Overdrive gauge of Braska's 
Final Aeon by using his Talk Trigger Command. Unfortunately, 
this only works twice, so wait until the second half, when the 
Overdrive attack will be even more devastating. 


The Jecht Shot will 'zombify' you. Depending on your Defence, 
your opponent's normal attacks could cost you 2,000 HP or 
more (Fig. 15). It would help if Rikku could mix something 
useful such as a Mega Vitality or Hyper Vitalty which can be 
used to double the maximum HP of all three characters! And 
even just mixing two Hi-Potions will double one characters 
maximum HP. 


Braska's Final Aeon is vuinerable to all Breaks as well as 
status effects such as Zombie. Unfortunately, the pesky pillars 
will lift these effects almost immediately. Your precise battle 
strategy will depend largely on how you've developed your 
characters. All you can do is experiment to see which attack 
inflicts the greatest damage, checking to see when each 
character will have his or her next turn. Yuna or Rikku could 
find Holy quite successful (Fig. 16). Lulu's Flare or Ultima 
(especially when Doublecast) could also prove pretty effective. 


If Yuna is one of your most powerful fighters, the rest of your 
team should concentrate on using items to keep healing their 
comrades — not forgetting to resuscitate any KO'd characters. 
Remember that using an item takes a little less time than using 
a spell. Of course, that doesn't mean that your fighters are 
condemned to be mere spectators; in fact, Wakka may inflict 
the greatest damage with one of his Attacks — Attack Reels 
being particularly effective. 


Your opponent will draw a mighty sword after the first round. 
Although his attack methods remain the same, they inflict 
rather more damage this time. Once his HP falls below 
60,000, he'll unleash the Ultimate Jecht Shot (Fig. 17). This 
formidable Overdrive will hit all characters, inflicting up to 
5,000 damage points. 


TE, 
As in the first half of the battle, you'll find Haste, Protect and 
Regen vital, as well as anything else that maintains HP levels. 
You'll find matters a lot simpler if you've mastered Aut 
and if you happen to have armour with 1 MP Cost. 


THE FINAL BOSS 


You won't be able to save your game again after defeating 
Braska's Final Aeon — but you really have nothing to lose. 
From now on, all your heroes enjoy the protection of / 
Life. so you can fight as you please! 


Your first task is to defeat all the aeons gathered during the 
course of your adventure (Fig. 18). Then prepare for the final 
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boss - and this really is your last opponent (Fig. 19). Success 
will be even quicker if you turn the creature into a Zombie and 
then use Life or a Phoenix Down. 


Victory does not mean the end of your voyage of discovery! 
Take a look at the Secrets chapter to see what's waiting for you. 


—_— © 


you find yourself on the losing end of too 

many battles, it may have something to do 

with your party's current equipment. This 
chapter’s intention is to provide you with an overview of the 
strengths and abilities of all weapons, pieces of armour and 
other items. The location references to pages in the 
Walkthrough and Secrets chapters will help you quickly track 
down the items that you desire in the game. 


| fan opponent is proving difficult to beat or if 


THE OHARACTERS' EOUIPMENB 


The name of a weapon or piece of armour will often depend 
on the item's abilities. Since you can change those abilities, 
a weapon’s name is also subject to constant change. This 
sounds complicated, but it's based on a principle that can 
best be described as a ‘system of priorities’. 


Each Auto Ability or combination is assigned a pre- 
determined priority. Your characters’ ultimate weapons - the 
rare Celestial Weapons - are ranked highest and thus have 
‘priority no. 1°. The lowest priority (66 to 68) is assigned to 
those weapons which form your characters’ basic 
equipment, such as Longswords, Staffs or Moogles. Take a 
look at the tables on the following pages to see the weapons 
in between. All you have to remember is that the weapon 
takes its name from the ability or combination with the 
highest priority. Once the weapon’s abilities change, its 
name may also change depending on the priority in 
question. The above also applies to armour. 

Numbers highlighted in red refer to the maps in the 
Walkthrough where you can find the appropriate weapon or 
piece of armour. All other numbers refer to shops within the 
Walkthrough or the Secrets chapter. Weapons or armour 
without a page reference cannot be bought or found; they 
can only be obtained by winning battles against monsters. 


Example 1: Tidus has the weapon “Hrunting” with the ability 
SOS Overdrive (Priority 14). This weapon is then assigned 
the additional ability Triple AP (Priority 11), thus changing 
the name of the weapon to Durandal. 


Example 2: Tidus has the weapon Ambitious with the ability 
Overdrive > AP (Priority 13). The weapon is then assigned 
the additional ability Triple Overdrive (Priority 9). The 

combination of the two abilities is ranked as Priority 7, and 
the sword is renamed Balmung. 


Take a look at page 8 of the How to Play chapter to see how 
you can assign the different abilities to the maximum of four 
slots offered by an item of equipment. You'll find a list of all. 

Auto Abilities together with their effects on pages 144-145. 
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Treasure Bracer 

Priority _ Weapon Mbiy / daraceristic Page ID Bracr of Hope 
1 Masamone (Specht Celenal Weapon) 18 Asaa Bracer 
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6 Maid Overdrive > AP and Tie Overdie B Carte Baer 
7 \Peacemaler ‚Doble AP and Debie Overdre Rainbow Bracer 
8 Gej Bade Tile Overdie, 25 Shining Braar 
ij _Doue Overdrive 26 | faerie Baar 
10 Painkiler Tiple AP 2 Peach Baar 
UL Divider _ Double AP 18 _ Shaman Bracer 
1D The Nameless «Overdie > AP 29 | Barer Bracer 
13 Oger SOS Overdrive 30 Star Baer 
14 Hurasame One HP Cast 31 Marching Bacer 
15 Kot Bade hy four Sr” for sans efeas (cept Tonies) 32 Moon Baar 
16 Master Ogre hay four Soep +% 33 | Regen Baar 
11 Master Djan hay four Magie +% 34 | Maste Brace 
18 (Maps Blade Magic Booster and amy three Hape +% 35 | Belet Brar 
19, Indvcer ‚Hal MP Cas 36 Shel Baar 
10 Gimonger Gilionare 3 Proea Bar 
UL timen hoy ree lemen Sr” 38 Platinum Bacer 
2 | Corupuor ay tree "_Srke” ar saus eens (rept Zombies) 39 | Sapphire Baar 
B Ahun Magic Coumer, as wel as CoomterArack or rade & Cooter 40 Kaighs Baar 
| Kore Coomterhracdk or Erade & Coomer AL Ward Bracr 
5 B ene 
% 

n 43 | Defending Bracer 
8 44 Crimson Bracer 
» 45 | Snow Baar 
30 46 Ochre Bacer 
31 4 Cersean Bacer 
“ 48 Medal Bar 
Ei] 4 | od Brace 
Ei 50 Serene Baar 
35 51 light Bracer 
36 SL Soul Baar 
u 53 | Blessed Baar 
3 54 Sok Baar 
» 55 | serum Baar 
40 56 Mert Baar 
Bij S1_| Echo Brace 
“ 58 Bright Baar 
4 59 | Red Bracer 
u 60 White Bracer 
45 él_| Yelow Bracer 
4 8) Be Baer 
Bij 63 NalTide Bracer 
4 64 NolBlaze Bracer 
1 45 NuiShock Bracer 
50 86 NolFrost Baar 
sl 61 Adept Baer 
5 68 Tera Baar 
5 69 Mydril Bacer 
# TO Gold Baer 
55 U Emerald Bra 
56 TL Soldiers Brace 
5 TB | Mage Bra 
5 TA Sier Braer 
5 15 One Baar 
Ei) Hage +10 or Hagi +20 16 Sorcry Bacer 
Öl KoightBlade | Srengh + 10% or Soeng +20% 11 Warriors Brac 
61 Rune Blade Magic +5 18 _ Glorious Bracer 
6 MageBade apc + 19 | Meal Bracer 
4 Warblade Seng +5 30 | Pearl Brace 
65 Nodach “Srengh +3 

66 Katana Pierang 


Moi / daracterisie 


Pikpodet 
HP Strol and MP Stol 


hay tre" ater” 


_ Four elemental "SOS Nul” 
Ay bre “Pra” (ar sans elec) 


Any two: Aut-Shel, Auto-Haste,Auto-Regen or Auto-Aefiect 
hay wo "SOS 

ano hegen or SO Regen 

hao-lse or S0S Hse 

no heet or SS hele 

hash or SS Sel 

aorta or OS Prot 

hay dee Delen + 

hay tree Magic Def 

hay dee HP + 

Jay tree HP + 

hay oo" Eater” or lemen “Proef he lemen of Eater 
Proof must difler 

hay bvo "Proof" (ar sans elec) 


506 Nox. 


Delen +1 or Deer +20 
Magic Def +10% or Magic Del +20%, 
NP A0 or HP +30, 
HP +20% or HP +30% 
Te Ali So 
Defence +3% or Defence +5% 
age Del 2 or Hag DeeS, 
MP +5% or MP +10% 
HP +S% or HP +10% 
To Mii Sons 
Loe My St NE Eek 


| RI 


kl 


HEROES 


E 


Kernen 


Hurricane Cav 


KU'S EQUIPMENT 


Break Damage limit 


One MP Cost 


Poiontouch 


ergst 


ES 
F 


ld | 
4,97, 100, 10, 119, ha | 


| 
| 


wij 


il 


rn 
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Ability /_ characterstic Page 
Break HP limit and Break HP lit 
Kben 


Break HP Limit 

Break NP Limit 

Foor "… Eater” 

Four elemencal "Proof" 

‘Au -Shel,Auto-Protea, Auto-degen and Auto-heieat 
huto-Pouon, Auto-Med and Auto-Phoena. 


Pagedet 

HP Sol and HP vol 

ay ree Auto Sel Autohaas hgen or ho detect 
og tree" Eater” 

Be Sol 


HP Sol ne} 


hamers 
ante us 
oor lemental “50 Nul” 

Any four: SOS Shel, SOS Protect, SOS Haste, SOS Regen or SOS Reflect 

hay bree "… Proof” (for stans elles) 

No Encounters 

Aut-Poon 

hay tree element ”_Proof” 

ay ree "505 

Hoy vw: Auth, Auase, hutoRegen or A Aele 

day ve "SOS 

Aao-kegen or SOS egen 

Kuota SOS ate ws 
hao helet or SOS Reet 

aoe or 505 She u 
hater or SO Proet 

ay bree Defence +, 

ay tre Mage Del 

hay tree HP + 

hay ree HP +4 

hay ve” Eter” or lemen” Proof” the elements ol Eater and 
Proof mat dl 

Jay two "Proof" (or status efeas) 


hay two HP +4 and hay ooo NP + 

four Hi Sos no 
Delen +. and Hagi Def 

bog vw Defence + 

hay we Hagi Def 

hay wa HP + hd 
hog two NP + 

Delece +10 ar Deine +20 

Mage Del +10 or Magie Del +20 

HP 20 or HP +30%, 

HP +20 or HP +30 

Tree Jy Sa me 
Delence +3% or Defence +5% 
Magic Dei+3% or Magic Def+Sta 
NP +5% or HP +10% 

HP +5 or HP +10 

Teo Ay So 

One Hb Sat 


10, 110,19, 
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THE AUTO ABILITIES 


Weapons and armour often have free slots to which Auto Abilities 
can be assigned. These abilities, once activated, will have a 
permanent impact on your battles, giving your fighters a 
noticeable edge. Read the tables below carefully so that you can 
upgrade your heroes’ equipment as effectively as possible. The 
number of items required to activate an ability is shown in 
the right-hand column. Take a look at page 8 of the 
How to Play chapter to see the different ways in 
which you can assign abilities to the four 
slots (maximum) offered by an item 
of equipment. 


YOUR WEAPONS!' ABILITIES 


Miley Bea lems required 
{Doubles the potency of recovery items. TT eling Waer 4 
Break Damage Limit Faciitates damage erceeding 9,999. Dark Matter 1 60 
Gapers a monster (see “Secrets” chapter) Specal Weapons have this abi. bss 
Coumter-Arack Garaae suikes bac automaticaly after physial arads. Friend Sphere x | 
Darke _Mimost aaps adds Darkness to atachs and kil | Smoke Bomb x 20 
Darktouch Sometimes adds Darkness to attacks and shal te Drops 1 60 
Deahotrike _Aimost alvags adds Death to attacks and sl, C Harplane Wd 1 60 
Deathouch Someimes adds Death to atacks and skis farpane Shadow x 30 
Dis Abiliny Adds Dsl Ability olet o attacks and ss Edy Sphere 12 
Dis Mana Adds the Dis] Mana status efect to attacks and skis. Hana Sphere x 2 
Dis Power {Adds te Dit Power saus elect to artads and slik C Prer Sphere xd 
Dsl Speed häds te Dist Speed staus efect wo atadhs and skis Speed Sphere x 2 
Doodle AP _Dosbles amount of AP earned. C Megstar 0 
Double Overdrive Charges Overdrive gauge at double speed Underdogs Secret x 30 
Erade & Counter Evade physical atack and strike back astomatiaiy. Teleport Sphere x 1 
irste Adds Fre element to attacks and sis. Bomb Fragment x 4 
Finse Strke et first at beginning ol baie. Leto Sphere x 1 
Gilionaire Doubles amount of Gil earned Designer Waler x 30 
Half NP Cost Reduces MP cost of spel by hal, | Fein Sax 0 
keestrike Adds Ice element to attacks and skis. Antarctic Wind x 4 
Inigative __Raises partys chances for à pre-emptive strike. Chocobo Feather x 6 
ighaingsrke Adds Lighting element to atas and skal Elearo Marble 24 
Magic +3 C_Enhanes magic atack pover by 3%. (age Sphere 13 
Magic +5% Enhances magic atach power by 5%. Mana Spring x 1 
Magic +10% __Enhances magic attack power by 10%. Bik Magic Sphere x 1 
Magic +10% Enhances magic attack power by 20%. Supreme Gem x 4 
Magic Booster __Ioreases power af spel by 50% by wing double HP. Care Eder 0 
Magic Counter Strike back automatically after being attacked with magic. Shining Gem x 16 
woar <_Charager wil gain no AP at the end of a bate aes 
One HP Cost Redoces MP cost of spel to 1 Three Stars 1 20 
Overdrive > AP __Earm more AP instead of charging Overdrive gauge. {Door to Tomorrow x 10 
Piercing, Some opponents are armoured: Piering overcomes this characeristic. Ly. 2 Key Sphere x | 
Prsontrike __Amast abvays adds Poison wo attads and stls, | Poison Fang x_ 4 
Posontouch Sometimes adds Poisan to atachs and skis Antidote x 9 
Senor View enemy data and elemental characteristics during bande. | Moy Sphere 2 
Siencsrike Almost aas adds Sience wo artads and silk. Silence Grenade x 20 
‘Slencerouch | Sometimes adds Sience to attacks and skis. | Echo Seen 260 
Slepstike Aimost avays adds Sleep to attacks and sis Dream Powder x 16 
Sometimes adds Sleep tw atas and skis. | Sleeping Powder «10 
Slowsrike Himest always adds Slow to atads and skis Gold Hourgass x 30 
Slovauch | Someömes adds Slow watta and sis. | Ster Heuga x 16 
S0S Overdrive args Overdrive gauge at double speed wen HP is lm. Gamblers Spirt x 20 
Sronestrike Ames abays adds Ptriicaton to atas and kl. (Peu Grenade x 60 
Stonetouch Someumes adds Petrification to attacks and skills, Perry Grenade x 10 
EI | Enhances physical atack pover by 3% EPoer Sphere} 
Seng +54 Enhances physical atack power by Sh. Stamina Spring x 2 
[8] Srengeh +10% _Enhances physical aac pover by 10% (SN Sphere 21 
Streng +20% Enhances physical attack power by 20%. Sopreme Gem x 4 
Triple AP __Trples amount of AP earned. |__ Wg to Discoery x 50 
Tril Overdrine Charges Overdrive gauge at ile speed. Winning forma x 30 
Waterstrike Adds Water element to attacks and ss. | FehSalex4 
Tombiesrike Aimost always adds Tombie to atachs and skis Candle of Lie x 30 


Sometimes adds onbe to arachs and skis. CH Waer 0 


repen 7 


en den 


| YOUR ARMOUR'S ABILITIES 


Bec 
hutomariai ats Haste on waer. 


ems which ure status eflecs are used automatically once characters are injured and their HP drops below 50%. 


huomatialy we Phoeis. Down on KO character. 
Automatically use items 0 recover HP when damaged. 
Autamaticaliy ass Proet on user 
Auromaticaly ass Refleat on user. 
Automatically ass Hagen on user 
Automaricaly cats Shel on user. 
Sometimes protects against Berserk 

Almost aars potes against Berserk. 

Alon max HP to exceed 9,999. 

lov max HP to exced 999. 
Sometimes protects against Cofuson. 

Almost completely protects against Confusion, 

Nimost completely protects against Curse. 
Sometimes prateas against Darkness 

Aimost completely proteas against Darkness 
Sometimes prateas against Death. 

Aimost comply protects against Death 

Reduces damage from physal atachs by 3%, 
Reduces damage from phystal arads by S%. 
heduces damage from physical arads by 10%. 
Reduces damage rom physical arads by 20%. 
Absarbs damage rom Fire arads and converts it into HP 
educs fre-based damage by hal. 

Grants immunigy to Fre atas. 
Raises max HP by 5% 

Vaises max HP by 10% 

Raiss max HP by 20% 

Raise max HP by 30% 

Automatically vecover HP wle walking in normal made 
Absorbs damage from ce atas and covers it into HP. 
Reduces iebased damage by half. 

Grants immurigy to ke atas. 

Absorbs damage from Lightning attacks and converts it into HP. 
Reduces fightning based damage by half. 

Grants immanigy 0 Lightning aad. 

Reduces damage from magial atads by 3%, 
Reduces damage from mapial arads by Sa 
Reduces damage from magial atas by IOA 
hedvces damage from mapial atads by 20%. 

low you to Steal rare items. 

hase max HP by 5 

aise max HP by 10% 

ass max MP by 20% 

ises max MP by 30% 

Atomaticaly recover HP wie wang in normal mode. 
No random enemy encounters in normal mode. 
Improvs your odds of steal rare tens 
Sometimes proteas against Poison. 

Almost always proteas against Poison. 

Almost completely prateas against al status aiïments. 


Casts Haste when HP drops below 50% 
Cats Molar when HP drops below 50. 
Gass Nalfrost wen HP drops below SO, 
Cass Nalshodt when HP drops below 50, 
Cats Hulide wen HP drops below 50%. 
Cass Protect wen HP drops below 50%. 
Cats Relect wien HP drops below 50%. 
Cats Regen wien HP drops below 50%. 
Cats Shell wen HP drops below 50% 
mast aheays proves against Perifcation. 
Absorbs damage inficted by Water attacks and converts it into HP. 
Reduces water-based damage by hal. 
Grants inmaniy ta Water atachs. 
Sometimes protcs against Zombie. 
Aimost atas protects against Zombie, 
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Pooan fang 1 12 
Dark Maer 99 
Eco Sen» 30 
Slee Grenade 1 10 


Slepig Powder x 6 
Dream Poeder x 8 
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ITEMS 


Items can provide much-needed help if your heroes find There are many items which you can sell but not buy. In such 
themselves in a sticky situation. You can use them to heal your cases, we have used the sale price to calculate a notional 
characters or to inflict negative status effects on your purchase price, so that you can assess the value of the item in 
opponents. Some items can also be used off the battlefield, question. The notional purchase price is always given in 
simply by going to the Items menu. brackets (). 


You'll find a list of all of the Spheres (which are also 
considered items) on page 12 of the How to Play chapter. 


HEALING PROTEGTION 

lem Purchase price, Elect leem Purchase price, Effect 

A Bhed Porion 1000 Cures Poison, Sena, Peofcaton. Ges 1,000 HP to al. Chocobo Feather (160) Hoste status efect 

Antidote 50 Cres Pian ‘Chocobo Wing 200) _ | Infias Hase saus elect on al characters. 


Echo Screen 5 Cares Sience. Healing Spang (600) Regen status efea. 
Ei (5000) Restore al of one chaaaers HP and MP, Up to 9999 HP 999 HP Light Crain (180) | Protect saus elec 


dring brie lunar Corin (NBD) | Shelsans eea 
her (1000) Resores 100 HP of ove draa Hana Tablet (2000) | Doude ore dharaaers maimam HP 
te Drops SO Cares dak. Mana Tric (1600) Doubles al darse” mai NP, 
Healing Water (500) foly ettes HP of par Samina Tablet (80) | Doubs one dach macsmum HP 


HiPotion 500 Resores 1000 HP of one dara Samira Tonic (1600) Doodles al dharaaens’ maman HP. 


Holy Water 300 Cares Zombie and Garen Sar Gram (80) helea stans ele. 
ega Phoenix___(4000) Reves ary rom IO. ThreeSan (10000) edes all daracen” HP cos to 
Megaliur (20000) Restores all characters’ HP and MP. Up to 9,999 HP and 999 MP Twin Stars (800) Reduces one characters MP cons to 0. 
during baie 
Mega-Potion (1500) Kestores 2,000 HP to each party member. 
Phoenix Down 100 aes one daaar from IO. 
Foton SO | estas 200 HP of ore daaar. 
Remedy 1500 Gores al sas abomalis. 
Soft 50 | Cres Perian 
Tetra lemenal, (800) foly resores al dharacen” HP and adds Nulla, Nie, Nals 
und Nulhock sans elec 
Tbo Ether (3000) | stores 500 HP of one dara 
El XPotan (1000) Fly restores HP of one dara. 
7 ATTACK MISGELLAN 
leem Purchase price, Elect leem Purchase price Elect 
haarcicWad © {100 _ Ios around 600 le damage points on an opponent Hoy Doler 100 Opponent drops Abiy Spheres after bare 
Araic Wind (200) Inicts around 1,000 ke damage points on an opponent. Amalet (15000) Use for Gustomse. 
Blessed Gem (500) Infias aroand 8000 damage points on an opponent Designer Valet (800) Use for Come 
Bomb Core (200) Ilias around 1.000 Fre damage points on an opponent. Daar to Tomorrow (8000) Use (or Costs 
Bomb Fragment, (100) _ Inis aroond 60O Fre damage points on an opponent. Gamblers Siie__ (16000) Use for Cstomise 
Garde ol Le (200) | Inis the Doom sans elect on an opponent Hpelo Poten (00) se lor Gastomse 
Dark ater __ 0000) Inis aroond 12500 damage points on al opporens Mana Disiler 100 { Opponent drops Mana Spheres after hade 
Draga Sale (00) Ifiets around 1,000 Water damage points on an opponent. hap SO | Diplan the word map. 
Dream Powder (200) Damages all opponents and infics the Sleep sas elec. Mk 00) Use far Gastone 
Bearo Marble (10) | Inia around 600 peins lighting damage on an opponent. Pendulm 6000) Use for Csomise 
Flan Stadoe (300) Inis the Death sans elect on an opponent Power Datiler 00 | Opponent drops Power Spheres after bate 
Farla Wind (400) _ | Inis she Death sars efect on all opponents. ename Card (0) Rerames an aten. 
Fre Gem (00) fits around 600 Fre damage points on all opponents Shining Thom 00) Teaches cons he Abry Mental Break 
fih Sale (100 | nfi around 600 Water damage points on one opponent Speed Dsler J00 | Opponent drops Speed Spheres after bate 
ag Grenade (500) Inias the Amour Break saus efect on al opponents and adds Underdogs Secret (20000) Use lor Customs 
‘around 800 damage peins Wags to Dcoery, (30000) | se (or Gatomise 
God Hourgas (150) | lois around 1,000 damage peins on al opponents and delars Winning forma Use for Cusonie 
hei actions in the CIB window 
Grenade 300 __ Iafias around 350 damage poins on all opponents 
ke Gem (300) Infiats around 600 kee damage points on all opponents. 


liging Gen _ (300) _ / Inis around 600 lihoing damage points on al opponents 
lignig Harte__(200) _ | Inias around 1,000 lighting damage points on one opponent. 


Mana Spng (00) Absorbs am opponents MP (maimam 1058 MP} 

Perl Grenade (200) toi the Pewiication sans efect on al opponens 

Poison Fang (100) _ fiets the Poison saus efect on one opponent and adds arvand 
2000 damage pens 

Puriying Sale (280) _ \ Infiets around 1,100 damage points on one opponent and ls 2 
status efect which he infiaed (such as Dispel) 

Stadow Gem 00) Reduces al opponents HP by hal 

Shai Gen (00) Infies around 600D damage points on an opponent 

Slence Grenade (150) lois the Slence saus efect on al opponents and aúds arund 
150 damage pins 

Sier Hourglass (100) Delays oppanents‘ actions in the CTB windo. 

Seepig Pander (100) laf the Sleep sars efect on all opponents and adds aroand 
750 damage peas 

Smoke Bomb (150) Inficts the Darkness status efiect on all opponents and adds 
around 750 damage points. 

Soul Spring (400) Alsorbs aroond 1500 HP and 2 masimum of 1587 NP fom an 
opperen. 

Stamina Spring 00) Absorbs a maximum of 400 HP from an opponent. 

Supreme Gen __ (1000) _ | Inis aroond 9500 damage points on al opponents 

Waer Gem G00) | Infias around 400 Water damage points on al opponens. 
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KEY ITEMS 


Take a look at the tems menu to see the Key Items which 
you've obtained so far. You'll also find information on certain 
Key Items in the Secrets chapter. 


lem Required in order to … Page 
Wiberd Bouguet _… Make fre 


… Make fire. 
… Obtain the Ceescal Mirror 
 Obrain and enhance Celestal Weapons 
Teach aeons abies 
… ngrease aeons” atrbutes 
Have Auron learn new Overdrives. 
… Obtain Masamune. 
Tale Galadbolg to 2 higher level. 
Take Caladbolg to che highest level. 
Take Nicvana to 2 higher lee 
… Take Nirvana to the highest level 
Take Masamune to à hier level, 
Take Masamane to the highest level 
Take Spit Lance to a higher level. 
Take Spit Lance to the highest level 
Take Word Champion ta 2 higher level 
Take Word Champion to the highest level 
Take Onion Knight zo 2 higher level. 
Take Onion Knight to the highest level 
Take Godand to 2 higher level. 
… Take Godhand to the highest level. 
Distinguis à poeerfl fgher. 
Find hidden aeons. 
Find hidden atoms 
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THE AL BHED PRIMERS 


The Al Bhed Primers will help you decipher the language of 

the Al Bhed. Each Primer translates one letter of the 

alphabet. Once you have collected all of the Primers, you'll 

have no difficulty understanding this intriguing language. 8) 


Primer number: _ Teaches the following Al Bhed letters Page 
sono 


mengen e=eveozzrs-Tzonmensr 


” 


re you having problems with the animal, mechanical or just plain weird monsters-that 
inhabit the world of Final Fantasy X? Regardless of whether you find yourself confronting 
claws, tentacles, fins,‚-Machinas or-conventional weapons, the inf i 

following pages should help you on your way to victory. Take a look at the tables to see 
at a glance how strong your opponents are … and to discover their weaknesses! 


BASILISK ose Highroad 2025 (924) 
Strength Defence Magie 2 Vagic Def, 
Agii Evasion 0 karng 0 


oa 
No No 0 
Steal Normal Peurity Grenade sl Rare Peri Grenader Bribe Gl sos em Petry Grenade 
Ieems Normal Abily Sphere xl Rare Abi Sp Equipment Rie 156 MlySas 13 Wk 3 


Prrig (mah and Aaron), Sne, Sgt +3 (ace Taa and aj Erem Si Some den 
pon Abiliies PME ES 


ur Abilities BETA dREID ZA AE ee 0 Es 


E57 wame of the monster. 


Location where you (first) encounter the, 
You may 


levels: take a look atthe occurrence examples to see which 
monster variant you're dealing with. 


__ HP: Your opponents initial stamina level (Hit Points). The 
number in brackets indicates the minimum amount of damage 
your final hit must inflict in order to achieve an Overkill. 


MP: Abilities like Lancet and Osmose enable your character to 
absorb magic points from an opponent. This figure indicates the 
maximum number of obtainable points. Incidentally, remember that 
your opponents can use their skills without always using up MP. 


Characteristics: These figures indicate your opponents 
levels, as well as their strengths and weaknesses. 


Elemental characteristics: Take a look at this column to see 
how your opponent reacts to elemental attacks. 

x 1.5: Your opponent suffers 50% more damage than normal. 

x 1/2: Your opponent suffers 50% less damage than normal. 
Immune (IMM): Your opponent is unscathed. 

Absorb (ABS): Attacks actually heal your opponent! 

There is also information on how your opponent reacts to the Holy 
Wht Magic spell (or to the Blessed Gem item). 


Enemy Skill: Kimahri, one of your fighters, can learn this 
technique by using the Lancet ability against the creature in 
question. 


Status Effects: This section forms a large part of the table and 
reveals the monsters’ resistance to status effects. O indicates that 
your opponent cannot protect himself against the attack in question, 
while 95 indicates that he is fairly resistant to such an attack. Your 
attack will have no effect if your opponent is immune (IMM). 
Abbreviations of these status effects are shown in the table below. 


BED steat: You can use Steal and Mug to rob monsters of items. 
“Normal” means that, if successful, you have a 75% chance of 
obtaining the item in question. “Rare” indicates that your chance of 
obtaining the item is just 25%. You will usually either get a better 
object or a greater quantity of the object in the Normal column. 
Incidentally, your character's Luck level does not affect the 
probability of obtaining an item. 
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Bribe: Quite a few monsters can be bribed with Gil. If you are 
persuasive enough, your opponent will simply slink away and may 
even leave a few items in his wake. This action is affected by 
various factors, the most important of which is your opponent's 
maximum HP. 

By bribing 25 times the monster’s HP. you are generally 
guaranteed a successful bribe. You will then receive the items 
shown in the Bribe Item column. By bribing more than this sum, 
you increase the chances of gaining more objects. Conversely, 
should you give less than this, you will diminish the chances of a 
successful bribe. Should the bribe still prove successtul, you will 
receive fewer items 


{5 (tems: You receive items such as Spheres or healing items 
when you defeat most of the monsters listed here. In seven out of 
eight cases, you! receive the normal item; however, in the 
remaining one-eighth of cases, you'll receive a rare item, By 
disposing of your opponent with an Overkill, you will usually 
receive double the amount of items, 


Equipment: With a bit of luck, victory may also be rewarded 
with an item of equipment. Take a look at the rate figure to see the 
probability of this happening: for example, 255/256 indicates that 
you'll be successful in 255 out of 256 cases. 

Ability Slots indicates the possible number of slots assigned to the 
weapon or armour dropped by the monster after battle. Abilities 
Attached shows the usual number of abilities attached to the 
equipment in question. The weapon and armour ability. 

columns F5} show what these attached abilities will be. 


AP: This indicates the amount of AP received after victory by 
all characters participating in a battle. If you eliminate your 
opponent with an Overkill, you'll receive the amount shown in 
brackets. 


Gil: This is the amount of Gil with which you'll be rewarded 
for defeating the monster. If one of your party has a weapon with 
the Gillionaire ability attached, this amount will be doubled, 


BIRAN AND 
YENKE RONSO 
These two characters’ stats depend extent on those 


of Kimahri. Thus if Kimahri's Strength and Magic are 
high, the Ronsos will start the battle with more HP; 


Prime Te HP ls by eur opent duigen bard raand shoe in brads To, (10%) hand 
vicim wil automa sfer damage amounting to 10% of his marimam HP after each 1u 


if on the other hand Kimahri’s HP is high, their 
Strength and Magic will be boosted. Furthermore, 


“1 Lomb _Opponentsaficted by Zombie can general be led immediately ih either Le, Falle or zn 2 Phoeni, 
Don (healing items have che opposite elec upon Zombies). Bear im mind that certain opponents, indicated by 
(IM), cannot be disposed of in this fashion (even if they can be Zombie). 


“3 Doom: The figure in braces indicates the mamber of tur after which year oppanent wil bie the dust (your 
aac was succes) 


“Alec _ Thi is an efect that an be used doing Aaron's Shooting Star Overdrive 
* 5 Zanmato: The higher the figure, the mare resistant the monster is to Yojmbe's Zanmato attack. 


AGCHELOUS Gagazet 5100 (7500) 85 


À Jl Strength 3 Defence IO Magic 51 Magic Def. 20 Eleme Mm Eid L xs 
Agny bij Lod 15 Evasion 0 ee |K e MN 
Status Effects 0 SP 20 DE 0 PN 02%) PIR 0 IB 0 PwE 0 
PN MGB 0 ARB 0 MNB 0 JHR IMM DIK 0 PR 0 ‚DON 0 (l) SHL 0 Pa 0 
RL 0 HST 0 AGN 0 DT 0 SNS 0 SN 0 DEM 0 Dir 0 EC 0 INN Lel 
Steal Normal Water Gem x2 Kare Healing Spring xl Bribe Gl 150 fem Healing Spring 
Items Normal Power Sphere xl Tare Power Sphere rl Equipment Tate 60256 Hyson 23 A5 MERE 13 
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litzball, a cross between rugby and water 

polo, is the national sport of Spira, the 

world of Final Fantasy X. The following 
pages will tell you about blitzball's basic rules, as well as 
the tips and tricks you will need to master the game 
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WEAT PGO NEED 
TO KNOW 


BLITZBALL BASICS 


* You first get the chance to play blitzball in Luca (see page 75). 


* After reaching the Mi'ihen Highroad, you'll be able to play blitzball matches at any Save Sphere (see 
page 78): just press the @® button in front of a Save Sphere and select Play blitzball, 


* Blitzball is played by two teams of six players (five field players and a goalkeeper). 


* A match lasts for 10 game minutes, consisting of two five-minute halves. 
However, this does not include the time needed to consider your strategy and select actions. 


* Your aim is to shoot the ball into the opposing goal, and to score more goals than your opponents by 
the end of the match. 


* Each blitzball player has attributes determining the success of his actions. However, certain actions (as 
detailed in the rest of this chapter) are affected by a random factor: higher attributes than your opponent 
therefore do not guarantee that all actions will succeed. 


* Victories are rewarded with items, techniques for the players and new Overdrive techniques for Wakka. 


* Players’ stats improve thanks to a system of experience points (EXP). You will also be able to recruit 
new players after reaching the Mi'ihen Highroad. 


THE MAIN BLITZBALL MENU 


Just select Play blitzball in front of a Save Sphere to open 
the main blitzball menu. You can then select the following 
options: 


League, Tournament and Exhibition: 
Select one of the three blitzball competition modes. The prizes 
on offer will be shown when you make your selection. 


Tutorial: 

This provides a step-by-step explanation of the game's most 
important rules, which beginners would be well advised to 
take a look at. 


Team Data: 
Take a look at your team's players, their stats and their 
techniques. 


Cancel: 
This returns you to your Final Fantasy X adventure. 


Reset Data: 
Be careful! This will reset all player parameters, levels and 
techniques learnt to date, restoring the original default settings. 


THE PLAYERS' ATTRIBUTES 


Each player has eight attributes. He or she can have a 
maximum of 9,999 HP and EXP points, while all other stats 
can rise up to 99. In certain cases, there are two different 
abbreviations for one attribute. For example, AT and ATK 
both denote attack strength. 


AT / ATK — attack strength: 

The AT figure determines the strength of tackles. To determine 
whether or not a tackle will be successful it is compared with 
the EN level of the player being tackled. Defence players 
should have a higher level in order to steal the ball from 
attacking players. 


BL / BLK — blocking: 

The BL figure indicates how well a player can block passes or 
shots. Defence players, in particular, should have a high BL 
level, since the PA or SH figure of the player currently in 
possession is reduced by the BL figure of the defender. 


CA / CAT — catching: 

The CA figure is the goalkeeper's most important attribute, 
since it reduces the SH figure of an attacker, affecting their 
chances of scoring a goal. You should remember that the SH 
level is randomly increased or reduced by up to 50% when 
there is a shot on the goal. 


EN / END — endurance: 

In blitzball, tackles are known as breakthroughs. During a 
breakthrough attempt, the EN of the player in possession is 
compared with the AT of the player performing the tackle. 
Forward players should have high EN levels to ensure that they 
dont lose the ball when tackled. 


EXP — experience points: 

After each half, players receive EXP for certain actions during 
the game; these go towards raising the players’ level, which in 
turn raises their attributes. 


GOMPETITIONS 


LEAGUE 


Six teams battle it out in a league. Each squad plays all the 
other teams twice, so you play ten matches in total. Your team 
will earn three points for a win and one point for a draw. The 


TOURNAMENT 


This competition is a knockout tournament involving six 

teams. The match selection is determined randomly. In case 
of a draw, matches go into five minutes of extra time; this is 
repeated until a goal is scored, A new tournament cannot be 


EXHIBITION 


Exhibitions are friendly matches — just the thing to gain playing 
knowledge and to try out new strategies. You can select any 
opposing team, but remember that your players will not gain 


HP — hit points: 

The player in possession continuously uses up HP while 
moving. Actions such as Pass and Shoot, as well as 
techniques, also deplete HP. The HP level is gradually restored 
during the time the player in question is not in possession. If 
the HP figure drops below 10, both the PA and SH stats are 
reduced by half. The blitzball HP level does not correspond to 
the HP figures in the rest of Final Fantasy X. 


Lv — level: 
Shows details regarding the experience level of a player. 


PA / PAS — passing accuracy: 

The higher the PA figure, the further a player can pass the ball. 
If opposing players block your players pass, their BL figures 
will reduce your PA level. The PA level will fall continuously 
while the ball is travelling due to water resistance. If it drops to 
0, the pass will fail and the ball will be intercepted by the 
nearest player. 


SH / SHT — shooting skill: 

The higher your player's SH figure, the greater the range and 
accuracy of his or her shots. If opposing players block your 
shot, their BL figure will reduce your SH level. The SH figure 
will fall continuously while the ball is travelling due to water 

resistance. The goalkeeper's CA figure also reduces the SH 

level. If it drops to O, the shot will fail and the ball will go to 

the nearest player (but not the player who shot the ball). 


SPD — speed: 
Players’ swimming speed. The average value is 60. 


team with the most points at the end wins the league. In the 
event of a draw both teams will be declared winners. 


started immediately after the end of a previous tournament: 
the main blitzball menu must be opened five times before a 
tournament can be selected again. 


EXP (experience points) during these bouts. However, 
Techcopy is possible, so you can build up your techniques 
without any of the other teams developing. 
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PEANNING" BEFORE 


BACH TAP 


nce you've chosen between League, 
Tournament and Exhibition competitions, 
you must start preparing for the match. A 
blitzball match starts once you've allocated your players’ 
positions, selected techniques and set the marks. 


THE POSITIONS 


Make sure that the most suitable players are occupying the 
various playing positions: your players’ attributes should be the 
deciding factor. You can only change a selection once all the 
positions have been allocated. 


LF — left forward: 

This is the forward position, to the left as seen from your 
goalkeeper's point of view (bottom left of your overhead map). 
This player should have high EN and SH figures. 


RF — right forward: 

This is the forward position, to the right as seen from your 
goalkeeper's point of view (top left of your overhead map). 
Once again, this player should have high EN and SH figures, 


MF — midfielder: 

This is the central position, right in the middle of the field. It is 
best occupied by a player with good all-round levels: PA, AT 
and BL are particularly useful. 


SELECTING TEGHNIQUES 


From level 3 on, players can use techniques in order to give 
their team the edge over their opponents. The higher a players 
level, the more technique slots he or she has (from a 
maximum of five). The techniques used during a game are 
selected before each half. 


Select a player and press ®. Your cursor is now pointing at 
the players current techniques. An empty slot is indicated bya 
select the one you don't want and choose a different one on 
the subsequent screens. Then press © to go back. Once 
you've made all your selections, select Done. The lists on 
pages 190-191 show all the techniques. 


In order for a player to acquire the greatest possible number of 
techniques, it's important for them to learn their key 
techniques. These are listed under the player's techniques or 
under Team Data. Unless they have a key technique, a player 
will find that they can only learn a few techniques (the precise 
number depends on the player in question). Key techniques 
will enable them to learn a few more. Players can either learn 
new techniques by techcopying or by winning a prize at the 
end of a competition. 


LD — left defence: 

This is the defensive position, to the left as seen from your 
goalkeeper’s point of view (bottom right of your overhead 
map). This player should have high AT and BL levels. 


RD — right defence: 

This is the defensive position, to the right as seen from your 
goalkeeper’s point of view (top right of your overhead map). 
Once again, this defender should have high AT and BL figures. 


GL — goalkeeper: 

Your own goal is always shown on the right of your overhead 
map, while the opposing goal is shown on the left - regardless 
of the game and half in question. You should make sure that 
your goalkeeper has a high CA level. 


Playerlevel _ Technique slots 


ZBALI 


Shots 


THE TECHNIQUES 


HP_ SH bonus, Additional effect 


goo | io me combined SH of de orgel rel team afde vo Wal 
mi 3 We hal veaches de geland the SN fire ecards DL, Bers 2 0 han of amtraling ie bal wi aur left ana sick T hen hae Ge sad to ster che bal ara de 
geaepes radar odt zoe no egal. 
IN) 5 Eiminates up to vwo opponents blckng your shot. 


mw Bliminates up to tee opponents blocking your shot Aso has she Iml Shot fear. 
| bied U the goalkeeper tooches he ball, there's a 40% chance ol inicting the Sleep status akment. 

5 Me geakeper teaches the bl, here's a TO dance of ialicing the Sleep saus amen 
1 Ue goadkegger acht the bal, the Sep saus amet vl be infied, 
3 andom SH bos ing te ® bar: paer lee (1-19) + (10) SH bos points: eel (DAN) + (15) SA bonus points; eel (over 29) + (0-20) SH bonus prins 
3 Ue goaenger mach he bal here's a AU dance of ‘iolicing de Poison sas amen 

5 5 Wte geaeeper wader the bal, here's a JUN dance ef inficing che Puison saus amen. 
1 the gokeeper toaches che bal, he Poison sas amet wal be inficed 
1 be gage oache the hl, hers a 40% chance ol the BL or CA pure being reduced by hal 
5 Ie geakeeper toache the bal, here's a 70% chance of tbe BL or CA figure beg reduced by hl 
1 Ue goakeeper toache the bl, he BL or 4 pre vl be redcrd by hal. 


* If Datto, Letty, Jassu, Botta or Keepa are on the team, their SH figures are totalled as an SH bonus, 


Wan oppement toaches he bal he's 30% chance ol his EN,AT ot BL gure being reduced by hal. 
Van oppen tach de bal hers a U dane of his EN,AT or B Gre being rede bh 


‚HP PA bonus, Additional effect (unless your nt catches the ball) 
Je | 3 Ian opponent tochs the bal ders a 30% dane ef iaficting zhe Sep saus amen e EE Ù 
mls Wam pannes the albers a GO dance of ieictng te Sep saus amen 
sol 7 Wan oppen mach the bal he Sep stans amen vl be iaiced. 
CN Wam opponent waches the bal, there's a 30% chance of iaficing the Pisan status ment 
mjs Ian opponent teaches the ball ters + 60% chance of iaficïng the Poon saus amen 
ER Wam pgaent oai the bal, he Pio sans ane vl be inie 
3 
5 
1 


Wam opponet ooch the bal his ENAT or BL Gore vil be reduced by hall 


Volley 


HP_ Effect 
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[LSO egte velp pa eem hl and hoet eat de gea Tie on Sure dat mates ús de gege five 
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Tackles HP AT bonus } Additional effect 

Drain Tadde 
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Map Tadde 2 | 0 5 A TOG chance of ‘anficting the Sleep saus amen on our oppast if their EN figure was rede to 0. 
Wpladde3 || 7 fis de Seep saas anent on ur opponet if hei EN fre was rec to 0. 

Venom Tadde | 30 3 AAO chance ol adictng the Poison sas amen on our oppert. 

Veron he 2D | 5 A 10% dane ol ili the Poison status alment on ur oppaaent. 

Venom Tacde 3| 160 | 7 alit the Posan stats aäment on your oppanent. 

Wiher Tadde | e 3 A 40 chance ol redcng our opponents EN, PA or SH figure by hal 

Wier hadde 2} 80 | 5 ATOM chance of redocing your opponents EN, PA or SH gure by hal. 

Wier häde 2) 50 | 7 eds geur append! EN, PA or SU fire hy hl ez re EE 
Defence 

ol s HP Effect 


[ro FA 50 dance of preventing te efeas of a Dram Tac, 

SO Bodt deet ol à Drain Tae, 

40 | A SO dance ol preven te Seep saus amen. 

MO | Blocs te Sep sas amen. 

5 | ASO dance ol preventing the Pon vats aen. 

30 | Bld the Poison sas amen. 

[30 |A Stk dane of preventing te Wier scat amen 

200 | Bes zhe Wier sas aime 
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Hie Deine | 5 | oor gips Ged of iso is mare by BO oppeens in sein an be atadad fram lurter ay. 
Gamble | 300 Wien recovenng from the Sleep status almen, bees a 50% chance of all atibates being determined randomly using the CROSS baton (except HP and SPO) 
Golden | 30 | Cosma ol PA or SH ven pag or hoeting hale 
Good Morning! | 180 U the pipe saiering the Sleep status ament and woken by a past ar shot, there's a 50 chance ol the foloving parameters being increased to 99: woken by Venom — PH and CA (3) 
waken by Nap „AT and PS; ken by Wither — CU and ST: otherwise any parameter (except HP and SPD). 
Grip Goes | 30 EI tbe gralkeeper blocks a shot, here's ist a 10 dance of dropping the bal (vormaty 40). 
Bid 300 During the match, al parameters art reduced by kal (except HP and SPD). However, EIP is doubled 
Pelesen {30 Piper can ait te Poon saus amen on opgemens sere times (nain) Oppeing plage” HP loes increase spone. 
Pie Wier | 70 Prapers aan dic the Wiher status ailment on opponents several times. 
egen JS Te HP recery of a ple vhn not ín pese of che bal is malilid by our 
Spin Bal 0 The bal val sat to spin. Il the goalkeeper blads tbe shot, there's a 10% chance of dropping the ball (normaly 40). 
ager Gozie | ze a hot rech the gal, here's a PG chance ol Do 1D bonus pants being added to be goaheepe‘s CA fire Press ® vo make por selection. The HP cat wal be crael by he (3) 
amber al bena pits abad. 
“ 3 * Consumption when equipping the technique. The player wil start the match with a correspondingly lower HP figure 
SET MARK 
To copy other players’ techniques, you must first select the all the stats and techniques of the opponent currently selected. 
opponents you want your players to mark. As soon as these Your player can only learn those techniques shown in pale 
opposing players use a particular technique, your players can blue; those in white are currently unavailable or have already 
learn it by using Techcopy. been learnt. 
When you reach the Set Mark Use ® to confirm your selection or © to go back. Once you've 
stage, select one of your made your elections for all players, just select Done. Take a look 
players, and press ®. The at the Techcopy section (page 193) to see how your players can 
cursor will jump to the list of learn new techniques from opposing players during a match. 


opposing players: you'll see 


MATCH ACTIONS 


ach half starts with a Blitzoff: the ball is tossed up in the air and caught 
randomly by one of the two MF players. Your action options always 
depend on whether or not your team has possession of the ball. 


YOUR SCREEN AND OVERHEAD MAP 


| Action Commands 
2 | Opposing player 


E Opposing player's attributes 


(red background) 


Player in possession W 


Overhead Map 


: { 


8 En EA EN sasnse bern) oaf 
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GONTROLS AND ACTIONS 


PLAYER MOVEMENT 

Press ® to access this window. If your team has 
possession, both Auto and Manual modes are possible. If 
your team is on the defensive, you can only select Auto. 


Auto: 
The computer controls the movement of the players. 


Manual A: 
The player in possession is controlled manually. Orientation: 
overhead map. 


Manual B: 
The player in possession is controlled manually. Orientation: 
pitch. 


Forfeit: 
If you're losing, you can use this option to throw in the towel 
and abandon the match. 


ACTION COMMANDS 

When your team has the ball, you can use © to access the 
Action Commands. The match clock will stop, allowing you 
to plan your next action. 


Pass: 

You'll see the HP cost, and thus also the range, of a normal 
pass. Press ® to confirm. If the player in question has pass 
techniques, the available pass modes will be shown (ie 
normal and techniques). Now select one of your players and 
press ® to throw the ball (you can no longer cancel). The PA 
figure will fall while the ball is travelling; if it drops to O the 
pass has failed and there is a high probability of an opposing 
player gaining possession. 


Shoot: 

The HP cost — and thus the range — of a normal shot is 
shown. Press 6 to confirm. If the player has shot techniques, 
the available shot modes will be listed along with their HP 
costs. Select either a normal shot or a technique for the player 
to shoot at the opposing goal. The SH figure will fall while the 
ball is travelling; once the goal has been reached, the 
goalkeeper's CA figure will be deducted from the remaining SH 


1 | Area boundaries 


EE Opposing goal (always on the left) 

'5N Opposing players (Pink triangles) 
4} Your players (Light-blue triangles) 
5 | Your player about to receive a pass 
6 Player in possession (White triangle) 
Your own goal (always on the right) 
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figure. However, the CA is randomly increased or reduced by 
50%: so even if the difference is large, the result is by no 
means decided. If the figure drops to 0, the shot has failed 
and the nearest player other than the one who took the shot 
will gain possession of the ball. There is a 60% chance of the 
goalkeeper intercepting the ball. 


Dribble: 
Continue swimming normally. 


ACTION COMMANDS WHEN IN CONTACT WITH AN 
OPPONENT (WHILE YOU ARE IN POSSESSION) 

Command Abilities are also available to you if one of your 
players has the ball and is attacked by at least one 
opponent. 


No Break: 

As in the case of conventional Action Commands, you can 
use Pass, Shoot and Dribble. However, your shots and passes 
will now be affected by the BL levels of the opposing players 
around you. This means that your SH or PA levels will be 
reduced by the BL figures of those opponents who try to take 
the ball from you. Thus, the range of passes or shots will be 
reduced. If an opposing player causes your level to drop to 0, 
he will gain possession of the ball. 


Break to "…": 

All opposing players within range are listed. Decide which 
opponent you want to risk being tackled by. You can then 
choose between the three conventional Action Commands: 
Pass, Shoot or Dribble. If you select the opponent at the top of 
the list, a tackle will resuit during which your EN figure will be 
compared with your opponent's AT level. (The result may be 
slightly altered by a random factor.) If your EN drops to 0, your 
opponent will seize the ball from you. Otherwise, the opposing 
player will be briefly put out of action and you can execute 
your chosen Action Command as described under No Break. 


If you are surrounded by several opposing players and you did 
not select the opponent listed at the top, all opponents listed 
above the player you selected will also tackle you, using either 
tackles or tackle techniques. >> 


ACTION COMMANDS IN THE CASE OF OPPONENT CONTACT 
(WHILE YOU ARE NOT IN POSSESSION) 

If you are able to stop an opponent whilst they are in 
possession, his behaviour will determine which actions you 
can execute. 


THE FORMATIONS 

During a match, press ® to choose between the available 
formations. (lf you are in possession of the ball, the Player 
Movement window will appear before the formations window.) 


‚ Formation 


„Effect during the match 
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In the case of conventional passes or shots, your players’ BL 
levels are all that matters. However, if the opposing player 
attempts a Break your players can use techniques. Check 
whether your opponent is using a technique (displayed on 
screen) and prepare to Techcopy it if necessary. 


At the start, you will have four formations available with which 
you can tactically influence the course of the game. New 
formations will become available as your team level rises. 


From team level 


[ De Ei — no effect. 
Ì RENE LTES REEN 
Pan centre eam the En Eee side ) the En id Ld the ). 


Centre attack 
Al-Out Defenc 
id line 


Counter 5 


Doutie sides [ms team er (ac the MF a swim end the outer sides towards the opposing gel 


STATUS AILMENTS 


Three different status ailments can be inflicted during a 
blitzball match; these are similar to the status ailments in 
the rest of Final Fantasy X. 


Poison: 

Your HP display turns green and HP are no longer restored 
when not in possession. When in possession, HP levels will 
drop more rapidly, and the player can no longer execute any 
techniques. The effect lasts for around 33 seconds and can be 
prevented by Anti-Venom techniques. 


If Pile Venom inflicts poison on a player for a second time, 
they will no longer be able to execute tackles. If they suffer 
poison for a third time, they will no longer be able to pass. In 
addition, HP loss will be increased as follows: 


4 HP every 0.6 seconds 

16 HP every 0.6 seconds 
3 x poison: 64 HP every 0.6 seconds 
4 x poison: 256 HP every 0.6 seconds 
5 x poison (maximum): 1024 HP every 0.6 seconds 


TEGHGOPY 


If an opponent who was previously assigned to one of your 
players in the Set Mark menu executes a technique, your 
player can watch and learn the technique in question. Shortly 
before the technique is executed, you'll see the word Techcopy 
at the top of your screen. It will only be shown for around half 
a second or so. Press ® during this period to try and learn 
the technique. 


The chances of success depend on the participants’ levels: 


* Your opponents level is higher than your player's level: 20% 
* Your opponents level is the same: 50% 
* Your opponent's level is lower: 100% 


Sleep: 

Your character will fall asleep and will no longer be able to 
execute actions. His position on the map will turn dark. If the 
player receives a pass, he'll wake up but will be unable catch 
the ball. The effect lasts for around 53 seconds or until a goal 
is scored. It can be prevented using Anti-Nap techniques. 


Wither: 

A randomly selected stat (other than HP) is reduced by half. 
Wither Shot reduces BL or CA, Wither Pass reduces PA, AT or 
BL and Wither Tackle reduces EN, PA or SH; the reduced figure 
is shown in blue. The effect lasts for around 33 seconds and 
can be prevented by Anti-Wither techniques. 


If the technique was successtfully learned, you'll hear a high- 
pitched ringing tone; otherwise, you'll hear a dull hum. If 
several of your players were observing the opposing player, 
only one (randomly selected) character will learn the 
technique. Players can be assigned their new techniques 
before their next match or during half-time. 
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AWARDING EXP AND LEVEL INGREASES 


white. If players managed to use Techcopy to learn new 
techniques, you'll see these displayed after the level 
increase. EXP are awarded first to the opposing team and 
then to your team. The following tables indicate the number 
of EXP earned by different actions. 


epending on player actions, experience points 

(EXP) are awarded after each half. This allows 

players to achieve higher levels, to 
automatically improve their attributes and to obtain additional 
technique slots. The improved attributes are highlighted in 


Sphere Shot 
Jecht Shot 


EXP FOR 
GOALKEEPER ACTIONS 


… Tackle 2 


EXP FOR THE USE OF 
OTHER TECHNIQUES 


EXP FOR SHOT VARIANTS Jer FOR PASSES EXP FOR TACKLES EXP FOR VOLLEY SHOTS 
Variant |_ Variant EXP Variant Variant 

Shot (normal) Pass (normal) I Tackle (normal) Volley Shot 
en Se Tadde — Vole, 


BONUS EXP 


EXP, 


Variant 


Technique 


Action 


Aurochs Spirit 7 


Parùcipated in Lid 
ea eat 
Caught the ball 


Used Sape Goaie BE 
Stopped an Imtsble Shot | 4 


RECRUITING NEW PLAYERS 


Once EXP have been awarded, you'll see a list of players 
whose contracts have expired and of those who have signed 
up or re-signed to your team. If the screen indicates that one 
of your players wants a contract extension and if you agree to 
this, the following screen will deal with the contract terms. 
Select the number of matches for which you 
would like to sign up the player (out of a 
maximum of 99) but remember that s/he'll 
want to be paid. The following screen will 
display the players salary, which will be 
deducted from your normal Gil account. If you 
agree to the terms, the player will remain on 
your team. You can recruit up to eight players. 


Scout level 


Tackle Sip, Tacke Slip 2 
Anti 
Good Morning! 


Team level 


Remember: the contract will not be extended 
unless you have the necessary funds. 


Another recruiting method is to recruit among 
the inhabitants of Spira, To start off with, there 
are 24 available players who are not affiliated 
to any team, spread all over Spira. Just press 
® to address and recruit them, stating the 
number of matches for which you want to sign 
them (1 to 99). When making your decision, 


Techniques arn selected — 
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remember that the player's salary must be paid 
in cash (and in advance). The number of 
available players will vary if new players are recruited and old 
contracts are not extended. If you use ® to address a player, 
his or her attributes will be displayed in a separate window if 
your Scout level is high enough. The higher your scout level 
(which depends on your team level), the more information will 
be shown. 


Shot succeeded 


THE CURRENT TABLE AND TEAM LEVEL 


Depending on the selected competition, the current league 
table or tournament status is shown first, followed by the most 
successful goal scorers and other information regarding your 


RARE TEGHNIQUES AND WAKKA'S OVERDRIVES 


You will only be able to obtain the Jecht Shot 2 and Aurochs 
Spirit techniques after winning a tournament. 


Jecht Shot 2: 

Tidus' level must be at least 16 in order to obtain the Jecht 
Shot 2 technique. The probability of obtaining the technique 
corresponds to his level; for example, there's a 16% chance of 
obtaining it at level 16. 


Aurochs Spirit: 

Wakka's level must be at least 11 in order for him to obtain the 
Aurochs Spirit technique. The probability of obtaining the 
technique corresponds to Wakka's level; for example he has an 
11% chance of obtaining it at level 11. 


TIPS, AND 


If you want to break through the opposing defence line, press 
® several times in rapid sequence. As soon as one of your 
opponents is within range, you can select Break to and 
Dribble. Once you've dealt with the first opponent, swim on, 
pressing ® as before to avoid being surprised by opposing 
players. 


Tip 2: 

If a player with a low EN level is in possession of the ball and 
is being approached by an opposing player, you should pass 
to another team member - and should do so before making 
direct contact with your opponent. Just press ® in time in 
order to pass. 


Tip 3: 

Have your players collect EXP by passing the ball back and 
forth. This tactic will prove especially handy when dealing with 
weak players, if there is a significant difference between your 
players’ levels or if your team has a clear lead. Your players 
should stay close together while executing this manoeuvre. 


ina Fannaster { 


team level. Incidentally, your team level increases by one level 
after every five wins. The level affects the number of possible 
match formations, as well as raising the Scout level. 


Wakka can only learn new Overdrive techniques by winning 
blitzball competitions. Take a look below to see which 
conditions must be met. 


Attack Reels: 
Take first place in a Tournament competition. 


Status Reels: 

You must first have learnt Attack Reels and fought a total of 
250 battles (regardless of whether the battles ended in victory 
or not). Having met those conditions, all you then have to do 
is to take first place in a new league competition. 


v 


Aurochs Reels: 

You must first have learnt Status Reels and fought a total of 
450 battles (you do not need to have won them all). All you 

then have to do is take first place in a new Tournament U 
competition. 

Jupiter Sigil: 

In order to enhance Wakka's World Champion weapon, you 
must first have learnt all Overdrives. If you win the subsequent 
league competition, you'll have a 50% chance of obtaining a 
Jupiter Sigil. Don't worry if other prizes have been announced - 
there's a handy little trick. Save your game, reload your save 
game, and open the blitzball menu. Keeping doing so until the 
Jupiter Sigil is displayed as the prize. 
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Tip 4: 

Since you can only control one player at a time, you should 
change your formation according to the game situation. For 
example, before attempting a shot at the goal, switch to Centre 
Attack. If an opposing player breaks through your defence, 
select Right, Left or Centre Attack (or All Def) to ensure the 
best possible formation. 


Tip 5: 

Tidus’s Jecht Shot is a guaranteed goal! Move Tidus close to 
the opposing goal, and let two opposing players catch up with 
him. Stay calm! Then select No Break and Shot: the Jecht Shot 
will eliminate both opponents, allowing you a clear shot at 
goal. If you're dealing with three opponents, you can safely 
risk being tackled by the first one. 


BLITZBALL 


he world of Spira is full of challenges. Many of Airship. Take al@ök at thesfollowing pages to find out all about 
these hidden trials are only accessible once the hidden events, secret Bries and additional aeöns waiting 


you have gained complete control of the to be discovered off the beaten track of the Walkthrough. 
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MINI-GAMES 


THUNDER PLAINS: LIGHTNING STRIKES 


or 02 


Strikes in a row ,Reward 
KePoton sl 


The maps show you how often lightning strikes in each area. If 
you press ® as soon as the screen flashes white, Tidus will 
leap out of the way (Fig. 1). This will not work if you keep 
holding down the button. Should you have equipment with the 
No Encounters ability you won't be attacked by monsters. 
Another way to tackle this sub-quest is to position Tidus 
between a Cactuar stone and a wall, in such a way that he 
can't jump back when avoiding the lightning. There is only one 
place where this will work. In the first part of the Thunder 
Plains you'll see a small piece of land accessible on the right- 
hand side of the path. Here, you will find a Cactuar stone and a 
wall perfect for the job! 


If you manage to avoid several lightning 
strikes in a row, a chest containing prizes will 5 
appear in front of Rin's Travel Agency (Fig. 
2). Each reward is only available once. If you 
manage to win more than one prize, just 
examine the chests several times to receive 
them all. If you don't manage to avoid any 
lightning strikes, you can expect a 
consolation prize: a ration of Ether for being 


10 MegePoomd 
ij MP Sphere zl 


Sphere 


hit by 30 lightning strikes, and an Elixir for 80 
strikes. Counting will be stopped as soon as 
you examine a Save Sphere or go to the 


® lightning conductor (smal) 
ighning conductor (large) 


ghting stiks 


Travel Agency. 


MAGCALANIA WOODS: BUTTERFLY HUNT 


Start 
@ 
Central 
BE es ____ 03 oa 


You can play this mini-game in 
Macalania Woods — Central and 
Macalania Woods — North. To 
start playing, simply touch the 
rainbow-coloured butterfly that 
you'll encounter just before the 
end of the areas in question 
(Figs. 3, 4). You'll then have to 
touch seven blue butterflies 
within a set time limit. Watch out if you happen to run into a red 
butterfly: you'll be engaged in a battle that will cost you at least 
one second. Take a look at the maps to see the butterflies' 
positions, as well as your starting point. As a reward for your 
efforts, chests will appear (Fig. 5) as follows: 


Time „Time limit Prize (Central) ‚Prize (North) 
Before the bande against Spherimorpà 4D sec NP Sphere Ether 


SECRETS 


“You find many more red butterfies fltiering 
around if you subsequently return with the Airship 
(see Map 2). After mastering one of the two 
areas, you be rewarded with à Teleport Sphere. 
If youre successtul in both areas, you'l recelve. 
the Satum Sigi, 


3 sec 


1 Teleport Sphere” 
2 Saur Sigi” 


Mer reaching the Airship 


1, Teleport Sphere” 
2 Sato Sp” 
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SANUBIA DESERT: THE VALLEY OF THE GAGTUARS 


As soon as you have control of the Airship, you can tackle the 
sandstorm raging in the North-East of Sanubia Desert — West. 
If you examine the Cactuar stone to the South of the 
sandstorm, you'll receive a vague hint indicating how you can 
find the first of the ten Gatekeepers. The table shows the 
locations of these Cactuars and the maps on page 105 of the 
Walkthrough will help you find your way around. 


No. _, Section „ Location / pre-condition 


Hert ne Se per 


EENES 


Keep saving your game whenever the opportunity presents 
itself. If you want to take a short cut‚ you can even teleport 
yourself from the Save Sphere in the Central area to the 
Airship, and from there to the Oasis. 


Once you've found a Gatekeeper, you'll have to play a little 
game with him. Run towards the Cactuar as soon as it's 
looking away from Tidus (Fig. 7); stand still if it turns around. 
Your attempt will fail if Tidus is caught moving. Incidentaliy, 
during the game with Gatekeeper No. 7, you'll be able to open 
three extra chests, containing two Shadow Gems, a Shining 
Gem and a Blessed Gem. You have three attempts with each 
Gatekeeper. If you are unsuccesstful, you'll receive a Sphere del 
Perdedor. If you reach one of the green creatures within the 
time limit, you'll have to fight it (with the exception of 
Gatekeeper No. 9). 


After these battles, you'll receive a Sphere bearing the name of 
the Gatekeeper in question. After inserting the Sphere into the 
Cactuar stone, you can start looking for the next Gatekeeper. 
The sandstorm will die down once you've inserted all the 
Spheres. You'll now find two chests in the valley, one of which 
contains the Mercury Sigil (Fig. 8). The second chest is a little 
further to the North. Its contents will depend on the number of 
Gatekeepers you've managed to catch: 


Cactuars ‚ Reward 
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GALM LANDS: GHOGOBO TRAINING 


Talk to the Chocobo trainer in the North-West of the Calm 
Lands. If you are already in possession of the Airship, you'll 
find her waiting just to the South of the shops (Fig. 9). Your 
training session consists of four exercises: 


1. Wobbly Chocobo: Guide the bucking Chocobo over the finish 
line: you have a time limit of just 12.8 seconds (Fig. 10). Once 
completed, you can ride around the Calm Lands on a chocobo. 

2. Dodger Chocobo: You must dodge balls that are hurled 

in your direction as you race for the finish line. 

3. Hyper Dodger Chocobo: As above, except you must now 
dodge balls and birds. 

4, Catcher Chocobo: This is a race (Fig. 11)! The object here 
Ís to finish the course in the shortest amount of time. For 
each balloon you collect, 3 seconds will be deducted from 
your overall time, but if you collide with any birds on the 
way, time penalties will be added. 


You'll receive a prize if you keep to the time limit, and you can 
look forward to an additional prize each time you improve on 
your record. 


Training ‚ital prize 
Wobbly Chocobe: Ehr 


‚Prize for improving on your record 
X-Potion 


Le 2 ey Sphere 


Hyper Dodger Chocobo 


When playing Catcher Chocobo, simply reaching the finish line 
first does not guarantee victory. The total time, after offsetting 
the number of ballons and birds touched, is what matters. 


In order to win the Sun Sigil, you'll have to complete the race 
in under O seconds! How does this work? Let's imagine you 
reach the finish line in 35.9 seconds, having touched a bird. 
This means that the ‘interim time' is 38.9 seconds. However, 
you also touched 13 balloons, so 13 x 3 seconds are 
deducted from your result. Thus, the final time is below O 
seconds (a time of 0:0.0 will be shown on screen). This 
challenge is tricky but not 
impossible. Right at the start, 
you'll need a bit of luck when ie 
it comes to how the balloons 
are distributed; for example, 
you won't have much of a 
chance if the first five ballons 
appear beside the trainer. 
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REMIEM TEMPLE: GHOGOBO RAGE KLAART Ted 


In order to start the race, talk to the Chocobo to the East of 
Remiem Temple (Fig. 12). If you reach the finish line first, 
you'll be rewarded with the Cloudy Mirror. You'l find six 
treasure chests lying on the race course (Fig. 13), as well as 
numerous brightly-coloured rods. If you touch the chests as 
well as reaching the finish line before the other Chocobo, you 
can look forward to some additional prizes: 


Chests, Reward 
Goudy Mirror 


If you achieve a particular result 
several times, each success will 
be rewarded with a Potion. 
Unfortunately, it's not possible to 
touch all six chests and still 
reach the finish line first. Keep 
away from the coloured rods: 
each time you touch one, a chest will be deducted from your 
final result! Take a look at the map to find out the best route. 


hortly before you penetrate to the inside Sin, 
you will gain control of the Airship, The List 
option shows you the destinations you can 
fly to. 


HIDDEN LOCATIONS 


z Kats vats , Flight destinason 
aa Temple (Runs, Underwater Kal) 


The Search function enables you to find additional locations on 
the map. The X and Y co-ordinates are what matter here. You 
may have to move the cursor around a bit while pressing ® 
repeatedly. After you receive the message that you've spotted 
a new flight destination, you'll be able to select it from the list. 


Er 


Bend als (Wateral War) 


3943 


Baaj Temple Sanubia Sands 
Dive into the water in the North. If you swim down to the temple The chest contains the Ascalon sword (Fig. 2), conferring the 
entrance, Geosgaeno will appear (Fig. 1). This battle involves Double AP ability on Tidus. 


Tidus, Rikku and Wakka, and you will find protection against 

Petrification and Death useful. If one of your party is swallowed Besaid Falls 

by your opponent, you can use the Struggle Trigger Command. This chest (Fig. 3) contains Kimahri's Dragoon Lance (Magic 
This will injure Geosgaeno, who will promptly regurgitate his Counter, Evade & Counter and two free slots). 

victim. After your victory, you 
wont have far to look to find Lulu's 
Celestial Weapon and the Anima 
aeon (see Celestial Weapons and 
the Secret aeons section). 
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KR mrien Ruins 
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You'll see Tidus as a tiny figure in the background (Fig. 4). To 
the left is a chest containing Rikku's Sonar (Initiative, 
Poisonstrike and 1 free Slot). 


Battle Site 

A few metres to the North of the 
Save Sphere, you'll find a chest 
(Fig. 5) containing a Phantom 
Bangle for Lulu (Ice Eater, Fire 
Eater and Water Eater). 


PASSWORDS 


You will need to enter passwords in order to access certain 
locations. You are not required to read the Al Bhed clues given 
during the game to make use of these. 


GODHAND: Mushroom Rock (Valley) 

Use the Celestial Mirror (see page 214) to open the chest at the 
northern end of the valley (Fig. 7). It contains Rikku's Godhand 
Celestial Weapon. You'll find the first clue to the password in 
the ruins at the western end of the Mi'ihen Highroad — South 
End section. The next clue is on the rocky outcrop in the North 
of the Calm Lands, where you'll also discover how far you still 
have to go to find the next clue. After three more clues, you'l 
find the password lying on the ground (Fig. 8). 
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SIGHTSEEING TOUR 


The inhabitants of Spira are currently discussing recent events 
in the battle against Sin. There are some new events, as you'll 
discover if you meet Tromell in Guadosalam again and when 
you pay a visit to the Farplane, where you'll find the Venus 
Crest for Lulu (Fig. 11). 


Cast your mind back to Lake Macalania. If you advised Clasko 
to try his luck with Chocobo breeding, he'll now present you 
with a Friend Sphere on board the S.S. Liki (Fig. 12). Having 


Omega Ruins 

New monsters and new challenges await you in this network of 
caves. The sole Save Sphere is located right at the entrance. 
The game map only shows the passages in those areas that 
you have already passed through (Fig. 6). Take a look at page 
212 to find out all you need to know about the Omega Ruins. 


VICTORIOUS: Besaid Ruins 1 (Ancient Road) 

Someone has left a treasure chest containing Victorious along 
the Ancient Road of Besaid (Fig. 9); this armour will protect 
Rikku against Lightning, Fire and Ice. Just combine the Al Bhed 
inscriptions from Kilika Woods and Sanubia Desert — Central to 
discover the password. 


MURASAME: Besaid Ruins 2 (Ancient Road) 

You'll also find a chest containing Auron's Murasame sword 
amongst the ruins of Besaid. Among other things, this sword 
has the One MP Cost ability (Fig. 10). Take a look at the pillars 
in the Submerged Ruins to find the first clue, which will take 
you to a lightning conductor tower in the northern Thunder 
Plains. You'll find the password to the left, attached to the 
fourth pillar (the one next to the Save Sphere). 
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reached Kilika, continue to Luca. You'll find a young man 
sitting on the upper deck of the S.S. Winno (Fig. 13). Keep 
talking to him until he asks you to count the gulis. If you reply 
"11", he'll present you with the Ace Wizard, which increases 
Wakka’s Magic by a total of 38%. 

Once in Luca, collect the Jupiter Crest from a locker in the Locker 
Room. You'l also find a Jecht Sphere in front of this room. 


Auron’s Overdrive 


Place „_tocatlon / pre-condition 


FINAL FANTAS Tol 


After the Spherimorph has been defeated in the Macalania 
Woods, spheres will appear all over Spira, documenting 
Auron's trip with Lord Braska and Jecht (Fig. 14). Auron will 
learn his fourth Overdrive technique, Tornado (Fig. 15), once 
you've viewed all ten Spheres. Take a look at the following list 
to see the locations. Incidentally, beware of dark aeons during 
your search! 


Ci) Macalania Woods 
Of Sed ilage 
[a 55. Li — Bridge 


Automatically after deleanng Spherimorph 


Go en beard in Bead 


Dl was A 1 ; Locker Roon 
of Mihen Highroad — Oldroad, South _ Next to the chest containing the Mars Crest 
0 Ne 


of Honte — South War In rot of the tent in tbe West 
m d o A 


of aat Maes — Soth Ae the turf to the Calm Lands 
ola ï IE 


Shopping WANTZ (MAGCALANIA 
Almost all traders are now selling new wares. On Mt. Gagazet, WOODS — SOUTH) 


you'll find that the Ronso at the back of the slope has decided 
to become a salesman. As long as you manage to pass Dark Weapons 
Valefor, you'll find that equipment with three free ability slots is 
available in Besaid at bargain prices. In the far South of the 
Macalania Woods, Wantz seems to have an exclusive 
franchise to sell equipment with four free ability slots (Fig. 18). 
You should take advantage of this as such versatile equipment 
is extremely rare. 


A tour of the temple 000 
If you're in possession of the Airship, you'll be able to enter the ren age om | 
chambers of the Fayth in certain temples, where you will see ET} 

aeons in their Fayth form (Fig. 19). You will also receive an 


item, and you may even find treasure chests (Fig. 20). Take a Tetra Tare 
look at the following list to see your potential rewards: 


Location ‚tems ‚ Chest contents 


Besaid Evasion Sphere _Potion x2, Ein, Wht Magic Sphere, Hi-Potion 


Dose Luck Sphere Apt Sphere, Magic Def Sphere 


Primers 
Al Bhed Primers 1 colected Title Translation 


Avid Primer collectors receive new volumes with which to 4 Pakehhan  Begmer 
expand their knowledge throughout the game (List 1). vp a 
However, you can also translate the Al Bhed terms for yourself 
(List 2). 


Once you've amassed a complete collection of all 26 Primers, TN TN 
Rin will present you with 99 Underdog's Secrets in the Airship 
corridor. 30 of each will suffice for the Double Overdrive Weapon 
ability. The list on page 147 shows the page references to the 
locations of all Primers. 


| 
| 
| 
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Í | nfortunately, there is no direct Airship 
connection to the arena. However, you can 
borrow a Chocobo to the South of the Calm 
Lands landing zone as long as you've passed 
the Level 1 training. The arena's owner would 
like you to roam around Spira catching monsters for him, 
Which you can do by defeating the fiends in question using a 
weapon with the Capture ability (only the final blow needs to 


MONSTER DIREGTORY 


The following tables list all the fiends that can be caught in the 
areas mentioned: you can capture ten of each. Note that 
monsters wander between areas. 


Besaid (3) 
[Dingo (Condor C] Water Flan 


Kilika (4) 
LJ Dinonix CJ Killer Bee _[] Yellow Element CJ Ragora 


Mi'ihen Highroad (8) 

Concentrate your hunt to the South and North of the Agency 
on the Newroad and on the Oldroad. Any captured Thunder 

Hans will be entered under "Mushroom Rock Road”. 

CO Mi'ihen Fang Clpiria OJ Floating Eye CJ White Element 
CJ Raldo C] Vouivre C]Bomb C1Dual Horn 


Mushroom Rock Road (7) 

Garudas tend to congregate in the Precipice area near the 
Save Sphere. Take care: the Dark Magus sisters are lurking to 
the South-West of the turn-off leading from the Mushroom 
Rock Road to the Valley. 

CJ Raptor (1 Gandarewa CJ Thunder Flan Red Element 
U Lamashtu CJ Funguar C] Garuda 


Djose Road (7) 
Moonflow, the only place where you'll find Ochus, is also part 
of this area. Numerous Mushroom Rock monsters are on the 


move in the South of the Highroad. Simurghs are fairly elusive, 


but you will have a pretty good chance of encountering them 
around the spot where you found Al Bhed Primer Xl. 

LD Garm Simurgh (Bite Bug CSnow Flan CBunyip 
U Basilisk CJ Ochu 


Thunder Plains (8) 

You'll only find Iron Giants in the North, where Dark Ixion will 
later be waiting for you. Your chances of capturing Qactuars 
will be greatly increased if you have used @ to examine 
several Qactuar stones (see page 96 of the Walkthrough). 
LJ Melusine CJ Aerouge (JBuer (Gold Element 

LI] Kusariggu ClLarva (Jlron Giant CJ Qactuar 


Macalania (10) 

You will only find Snow Wolfs, Evil Eyes, Ice Flans and 
Mafdets around the Travel Agency and further to the North. 
The other fiends can be found in the Macalania Woods. 

LD Snow Wolf CJlguion C]Wasp CJEvil Eye CJlce Flan 


CJ Blue Element (JMurussu CJMafdet CJXiphos ] Chimera 
|2o2| 


MONSTER ARENA 


be struck using a weapon with the Capture ability). Only those 
weapons sold by the arena owner have this particular ability. 


If you work hard at catching monsters, your efforts will be 
rewarded with many prizes. You can also fight captured 
monsters in the arena for a fee. This is quite a useful feature if 
you want to bribe a particular monster but don't feel like going 
out and hunting it down, 


Bikanel (6) 

You'll find the more formidable fiends congregating in the 
north-western area of Sanubia Desert — Central. You'll find 
plenty of Cactuars in the valley of the same name once you've 
accessed it. 

LO Sand Wolf ClAlcyone C]Mushussu CJZu [Sand Worm 
DJ Cactuar 


Calm Lands (9) 

The more powerful fiends live 
in the North-West of the Calm 
Lands, while Coeurl and 
Malboro also roam the Cavern 
of the Stolen Fayth. 

The arena will open for o1 
business once you've captured ak 
all nine fiends in the Calm Lands, The chest containing Yuna's 
Nirvana will appear at the same time - and you'll need the 
Celestial Mirror to open it (Fig. 1). 

Skoll C]Nebiros [Flame Flan C]Shred C]Anacondaur 
Ogre (lCoeurl [Chimera Brain ClMalboro 


Sunken Cave (9) 

This is one of the names given to the Cavern of the Stolen 
Fayth. You'll find Epaaj hanging around in front of the cave on 
the Gorge Bottom. Imps and Nidhoggs can also be encountered 
on the Mountain Trail, but Tonberrys are extremely few and far 
between: you could wander around the cave for hours without 
spotting one. Your chances are a little better in the chamber to 
the North and around the chest containing the Lv. 2 Key Sphere 
(see the map on page 209). 

CO Yowie Cllmp CDark Element C]Nidhogg CJThorn 

LO Valaha ClEpaaj lGhost TO Tonberry 


Mt. Gagazet (12) 

Once you've captured all the species on Mt. Gagazet, you'll be 
rewarded with the Blossom Crown, which you'll need in 
Remiem Temple. In the South of Mt. Gagazet you'll also come 
across fiends whose normal home is the Cavern of the Stolen 
Fayth. In some cases, the creatures you are looking for confine 
themselves to the Mountain Cave. You'll even find a few fiends 
in Zanarkand. 

DJ Bandersnatch LJ Ahriman CJDark Flan Grenade 
[Grat (Grendel (]Bashura CJMandragora C]Behemoth 
U Splasher CJAchelous ]Maelspike 


Inside Sin (9) 

Geminis always travel in pairs, as their name suggests, and 
you'll have to catch 10 of each type. You'll be glad to know that, 
once captured, a Behemoth King will not unleash its usual final 
Meteor attack! 

U Exoray (JWraith CJGemini CJGemini LJ Demonolith 

U Great Malboro []Barbatos [JAdamantoise 

LO Behemoth King 


SPECIAL MONSTERS 


As long as you've been diligent in your hunt for monsters, new 
creatures will be bred in the arena. There are three categories: 
Area Conquest, Species Conquest and Original. As well as 

receiving a reward for each newly-bred monster, you can fight 


FINAL PANTS Tel 


Omega Dungeon (10) 

You will be able to encounter all the fiends in this area on the 
first level of the Omega Ruins. You'll also find lots of monsters 
from the Inside Sin section roaming the dungeon. 

CJ Zaurus (JFloating Death CJBlack Element (Halma 

0 Puroboros (Spirit C]Machea (JMaster Coeurl 

CJ Master Tonberry [)Varuna 


fight each new fiend for free. Every battle will cost you 6,000 
Gil later, so you may want to take him up on his offer! 


; d À All monsters in Breeding result Reward 
the new fiend in the arena. If you contributed to the creation of Bead Eds " Somia Te 07 
ten new monsters during the Area Conquest or Species a Poon fag 299 
Conquest, you'll receive the Mars Sigil. Miihen Highroad Sool Sprang 299 
‘Mushroom Rock Road  Coeorlregina Candle of Life 299 
Area Conquest Ojos Maad jemmagad Peri Grenade 299 
Once you've captured at Thunder Pains Grr Kg nn 
least one example of each ai . Pe . eren 
species in a particular area, Cala: Linde Oimeraes farlane Wind x60 
the owner of the arena will Sunken Cave Doe Tonbery — Siver Hourglass x40 
breed a special Area Me Gager Gatablepas Blosom Crown 
Creation (Fig. 2). At the luide Sin Abaddon Lamar Cortain 299 
22 start, he will offer to let you Omg Deegen Van Deer Wale zó 
The information in these |[__S Cm Be oan ja jee 5 135 mr 
tables relates to all of the | |MGE_m CR NN CN RN 0 SML_o PRIO 
Area Conquest monsters. RL 0 RG 0 DST 0 CCK CAK ars WKE AKN 
1 [Brive WT - lem 
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SECRETS 


JCAGCTUAR KING 


Oeneh 55 Dime Mage 


Defence +5% Defence +10, Deence +207 
M seeng +50, Seng «10%, Sreogih +20 
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TIPS 


fan opponent defeats you with one blow, ann no damage figures 
he displayed on the screen, then you know that you'!l have to 
| protect the rest of your party from the Death status effect. 


| The Break effect of Auron's Banishing Blade Overdrive technique 
(8) is always immediate, unless the monster in question enjoys 
Í 
Leen 


complete immunity. 


Your best bet is to use a First Strike weapon to counter the 
Malboro Menace's Ambush. Wakka's Attack Reels or Tidus's Blitz 
Ace will come in hen van handy when dealing with the Cactuar King. 


|2o4 


If you are taking on Don Tonberry, summon an aeon and see how 
your opponent tackles the problem (Fig. 3)! 


With regard to rewards, remember that you can only hold 99 
of any item at a time, so you must first either sell or use up 
the superfluous items. You 

can do this by using WE 
Customise, powering up the 
aeons! attributes or teaching 
them abilities. 


FINAL FANTAS Tel 


Species Conquest 

If you capture large numbers of different monsters (Figs. 4, 
5), the Species Conquest will give rise to new fiends. Each 
battle against a Species Conquest creature will later cost you 
8,000 Gil. 


The information in the StatusEffects MC MM KP MN JT JN MN Rm WM Je en we 
following tables relates to | (/ ” ä inb CE EN Gd a 
all of the Species Conquest | |L 0 CN Mano DT 0 CCC NG SL 


Bribe WT Mm 


|_StatusEffects |B IN 
15) Eleme In 
200 


Chocobo Wing xl 


You'll need three of each of the following monsters to breed U Dingo (Besaid) LJMi'ihen Fang (Mi'ihen Highroad) 
this particular fiend. You will be rewarded with 99 Chocobo LJ Garm (Djose Road) LJ Snow Wolf (Macalania) 
Feathers. DO Sand Wolf (Bikanel) CJ Skoll (Calm Lands) 


CJ Bandersnatch (Mt. Gagazet) 
ORTHO ES Status Effects 


Armour Abil | Oelence + [iterns Marmal_ Gamblers Spirit xl 


Weapon Abilities 


You'll need three of each of the following monsters to breed 0 Dinonix (Kilika) CJ lpiria (Mi'ihen Highroad) 
this particular fiend. You will be rewarded with 99 Stamina 0 Raptor (Mushroom Rock Road) 

Springs. DJ Melusine (Thunder Plains) CJ Yowie (Sunken Cave) 
LJ Zaurus (Omega Dungeon) 


Status Effects in CJ 


You'll need four of each of the following monsters to breed DJ Condor (Besaid) [] Simurgh (Djose Road) 
this particular fiend. You will be rewarded with 99 Mega TJ Alcyone (Bikanel) 
Phoenixes. Í 


Status Effects 


9% 
7 160 


Purijig Salt xl 


Armour Abilities 
Weapon Abilities 


You'll need four of each of the following monsters to breed this Killer Bee (Kilika) 
particular fiend. You will be rewarded with 60 Mana Tonics. 


Bite Bug (Djose Road) 
U Wasp (Macalania) CJNebiros (Calm Lands) 


SEGRETS 


You'll need four of each of the following monsters to breed this Gandarewa (Mushroom Rock Road) 
particular fiend. You will be rewarded with 99 Mana Springs. Aerouge (Thunder Plains) CJ Imp (Sunken Cave) 
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| You'll need four of each of the following monsters to breed 
| this particular fiend. You will be rewarded with 60 Stamina 
Í Tablets. 


Luud Ll 
50000 (15000) 


LJ] Floating Eye (Mi'ihen Highroad) CJ Buer (Thunder Plains) 
LD Evil Eye (Macalania) (] Ahriman (Mt. Gagazet) 
LJ Floating Death (Omega Dungeon) 
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Armour Abilities 
Weapon Abilities 


You'll need three of each of the following monsters to breed 

Í this particular fiend. You will be rewarded with 60 Twin Stars. 
The Jumbo Flan will absorb elemental spells and is immune to 
physical attacks! Try to cast Ultima in combination with 
Doublecast and Copycat. In order to slow the monster down 
(and get around his Reflect ability), you'll have to cast Reflect 
on one of your heroes and then cast a Slow spell on the same 


KEN 


character. Anima's Pain will also prove effective, since it is a 
non-elemental and non-physical attack. 


CJ Water Flan (Besaid) 

DD Thunder Flan (Mushroom Rock Road) 

DO Snow Flan (Djose Road) (ice Flan (Macalania) 
CJ Dark Flan (Mt. Gagazet) 
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You'll need three of each of the following monsters to breed 
this particular fiend. You will be rewarded with 60 Star 
Curtains. The monster will use Ultima to counter all attacks 
and Overdrives. Reflect will not provide any protection, so use 
the same strategies as those recommended against the 
Jumbo Flan. 


2-4 (STN 1200000 sooo WT zo 


Items Twin Stars 22 


LJ Yellow Element (Kilika) 

LJ White Element (Miihen Highroad) 

D Red Element (Mushroom Rock Road) 

D Gold Element (Thunder Plains) C1 Blue Element (Macalania) 
DJ Dark Element (Sunken Cave) 

D Black Element (Omega Dungeon) 


ur Abilit 


Abilities 


You'll need three of each of the following monsters to breed 
this particular fiend. You will be rewarded with 99 Golden 
Hourglasses. If just one character is left standing during the 
battle against Tanket, the monster will attack continuously and 
you wont get a turn. 


FAFNIR 
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ke Em 

13 ESTE v00o0o (10000) WST o 


tems AR dc pier | 


Raldo (Miihen Highroad) C]Bunyip (Djose Road) 
DJ Murussu (Macalania) [_]Mafdet (Macalania) 
Shred (Calm Lands) CJ] Halma (Omega Dungeon) 


You'll need four of each of the following monsters to breed 
this particular fiend. You will be rewarded with 99 Purifying 
Salts. Fafnir will use a threefold attack during the second 
round: a physical attack followed by an elemental attack on all 
his opponents, followed by a further attack. The elemental 
attack will be determined randomly, but can be intercepted 


| O6 with the help of Nul spells or Eater abilities. 


Light Garan 220 


TJ Vouivre (Mi'ihen Highroad) 

LJ Lamashtu (Mushroom Rock Road) 

LJ Kusariggu (Thunder Plains) CJ Mushussu (Bikanel) 
LJ] Nidhogg (Sunken Cave) 
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You'll need five of each of the following monsters to breed this 
particular fiend. You will be rewarded with 99 Healing Springs. 


CJ Funguar (Mushroom Rock Road) (J Thorn (Sunken Cave) 
DJ Exoray (Inside Sin) 
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mal Door to Tomorrow xl 


Weapon Abilitie 


You'll need five of each of the following monsters to breed this CJ Bomb (Mi'ihen Highroad) CJGrenade (Mt. Gagazet) 
particular fiend. You will be rewarded with 60 Turbo Ethers. 0 Puroburos (Omega Dungeon) 
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You'll need five of each of the following monsters to breed this TJ Dual Horn (Mi'ihen Highroad) CJ Valaha (Sunken Cave) 
particular fiend. You will be rewarded with 99 Light Curtains. DO Grendel (Mt. Gagazet) 


Weapon Abilities 


You'll need five of each of the following monsters to breed this CJ Iron Giant (Thunder Plains) CJ Gemini 1* (Inside Sin) 


particular fiend. You will be rewarded with 60 Mana Tablets. 0 Gemini 2* (Inside Sin) * Geminis always travel in pairs 
Original 
Stricter conditions must be met in order to breed Original an Original creature will cost 15,000 Gil, while a battle with 
monsters, and the battle price is also higher. Each fight with Nemesis will cost a staggering 25,000 Gil! 
[__StatusEffects CM Je MT PD je jn en em [em 
LE [ARB IM Mal In (OTH MN Cl oon 0055”2JjNUL 0 m0 PRT 0 
LK A0 [RGH 0 Ĳ TCN CRN EN AN 55 
Items Dark Mareer xl Equipment Tai 2557156 Bribe „1 [steat Wom Gamblers Sprit xl °6 
_… Kl el 1 meg (0) 2 Meda (0 1 mn Br Am aaf Ned (©) 74 Wa (PN) 25 es re 4 26 mes ls He Spheeal) | 
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In order to breed this particular monster, two creatures must be generated during the Area 
Conquest. You'll receive a reward of 60 Three Stars. As long as it's still standing, the Earth Eater 


more than 100,000 HP of damage and will only counter your attacks with a weak Flare. 


GREATER EE 
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In order to breed this particular monster, you'll have to counter with Ultima or a deadly Hydraulic Press: Auto-Life is 


generate two creatures during the Species Conquest. You will vital! Your chances will be greatly increased if Wakka launches 
be rewarded with 60 Supreme Gems. The Greater Sphere will a faultless Attack Reel with twelve hits. 
CGATASTROPHE 
Í 120 " Eems Mie ligbering 
hs CEN CE 
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Armour Abilities Vormal_ Designer Wallet xl} 
Weapon Abilities 


In order to breed this particular monster, you'll have to will alternate between Toxic Spray (causes Full Break!), Demi 
generate six creatures during the Area Conquest. You will be and Hundred Thorns, which will inflict substantial damage on 
rewarded with 99 Door to Tomorrows. Catastrophe will leave your entire party, although you can shield yourself using 

his shell after suffering 500,000 damage points. His attacks Protect. 


TH'UBAN 


qm OE 


In order to breed this particular monster, you'll have to generate an action that removes all protection from your entire party, 
six creatures in the Species Conquest. You will be rewarded except for the armour's Auto Abilities. The monsters Pulsar 
with 99 Gamblers Spirits. Th'uban will counter any attack with Shockwave will inflict 9,999 HP of damage on its victim. 


Hage___10 En eo | eme | ERE lighting -—__| 
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Pendulum xl 


In order to breed this particular monster, you'll have to capture on your stats, this could mean 12 x 99,999 damage points), 
one of each of the fiends roaming throughout all the areas. You followed by Quick-Hits, again inflicting maximum damage. You 
will be rewarded with 99 Winning Formulas. After suffering will thus have drained 


2,000,000 HP of damage, Neslug (Fig. 7) will retreat into its 1,999,980 HP from Neslug. 
shell, rendering it practically immune to physical attacks. It will Using Entrust, transfer 
also heal itself fully using Auto-Regen, which cannot be another character's full 
prevented by Silence. Once Neslug is down to one million HP Overdrive to Wakka. One more 
Í of damage, the shell will crumble. A recipe for swift success is perfect Attack Reel will 
| to start off with Wakka unleashing his Attack Reel (depending destroy the shell. 
Ï 
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In order to breed this particular monster, you'll have to capture and Ultima. The arms will reappear after a while, and your 
five of each of the fiends roaming the areas. You will be opponent will attack with a very powerful Ultima. After 
rewarded with 99 Dark Matters. First destroy the Ultima defeating Ultima Buster, you'll be able to buy Clear Spheres 
Buster's arms and head, for example by casting Doublecast from the arena owner for 10,000 Gil a piece. 


[SHINRYU 
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In order to breed this particular monster, you'll have to capture 
two of each of the following fiends in the underwater passages 
of the Mt. Gagazet cavern: Splashers, Achelous and 
Maelspikes. You will be rewarded with 30 Megalixirs. Only 
Tidus, Wakka and Rikku participate in the underwater fight 


NEMESIS 


against Shinryu, who will counter all attacks. The monsters 
Eraser will petrify and shatter one of your characters, and even 
Stoneproof offers no protection. If just one of your heroes is 
left standing, Shinryu will stop using this attack. 


TOP 
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SECRET! 


Weapon Abiliti 
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In order to breed this particular monster you will have to 
capture ten of each of the fiends roaming all the areas AND 
you'll have to defeat all the Original monsters in the monster 
arena! You will be rewarded with 10 Master Spheres. Nemesis 
(Fig. 8) will counter Overdrive attacks. One of his other attacks 
will inflict maximum damage on almost all your fighters. Your 
best bet is to sacrifice your aeons to protect your characters 
from attack, and you may also want to use Quick-Hits. If your 
Agility levels are in the region of 200 you should get sufficient 
turns to force Nemesis to surrender. Once you've defeated 


your opponent, the arena owner will present you with the Mark 
of Conquest Key Item as proof of your heroism (Fig. 9). 
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Cavern of the 
Stolen Fayth 


o 
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ou can enter this system of caverns, home to 
some remarkable monsters, at any time. 
You'll find the entrance in the West of the 
Calm Lands — Gorge Bottom. 


Tonberry (Fig. 1) is extremely rare. It counters all attacks with 
Karma. The effectiveness of this attack varies: the more 
monsters your character has defeated, the more damage he or 
she will suffer. Tonberry 
stops using this counter- 
attack after moving towards 
your party four times. You 
won't be attacked as long as 
you leave the monster in 
peace for that length of time. 


o1 
Magic Urn (Fig. 2) is 
practically invincible. All you can do is attack one of its five 
eyes and then wait to see what happens. If you're oord the 
creature will drop an item such as an £ 


However, if you're unlucky, 
the Magic Urn will blow itself 
up — flight might be your 
best option! 


YOJIMBO'S RESTING PLAGE 


You'll have to fight’ 
Yojimbo in the 


technique. Then, all you have to do is survive five of 
attacks before he is defeated. You will now see a Glyph fiel 
on the ground which will teleport you in four different 
directions: back to the cave entrance, to the left or right into 
small rooms containing treasure chests (Fig. 5), or forward 
the Chamber of the Fayth. 


BUY AN AEON 


As long as you have sufficient Gil, you can secure the 
services of Yojimbo in the Chamber of the Fayth. The 
negotiations will be based on your reply to Yojimbo (Fig. 6). If 
you respond with “To defeat the most powerful of enemies”, 
you can expect the lowest price: Yojimbo will demand 
250,000 Gil. If you feel like haggling, first offer 125,001 Gil. 
Then increase your offer to 150,002, and then to 175,003. 
Yojimbo will then make a final offer of around 203,000 Gil. 
You wont be able to beat him down much further, so your 
best bet is to accept this price. If Yojimbo rejects an offer 
you'll either have to offer significantly more, or reload a 
previously saved game. 


If you pay Yojimbo three times the figure he demands, you'll 

be rewarded with a bonus of two Telep If you 

enter his chamber after gaïning possession of the Airship, 

you'll receive a S: re. After your first meeting with 

Yojimbo, you'll also find that the Glyph teleporter in the 
entrance area of the Cavern of the Stolen Fayth starts 
working. If you leave the cave and then return again, you'll 
meet Dark Yojimbo near the Save Sphere (see the section 
Dark Aeons). 
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| MY GHOGOBO! 
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) 
n order to reach the Temple, you must have C 
mastered the first Chocobo Training exercise. 
Ride to the South-East of the Calm Lands and examine the 
Chocobo Feather (Fig. 1) lying there. Your Chocobo will leap 
over the abyss, and you can continue towards the East to the 
Remiem Temple (Fig. 2). You can take part in a Training 
session with the Chocobo to the right of the temple entrance 
(see the section on Mini-games on page 199). 
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You'll find Belgemine standing in the Great Hall, where you'll 

have another chance to fight all her aeons. However, you can LA) 


only take’on Yojimbo, Anima and the Magus Sisters once you 
yourself have acquired these particular aeons (Fig. 3). If you 


ignored Belgemine before, you'll also be presented with the en) 

Summoner's Soul and the Aeon's Soul here. After defeating all LEGEND 
the aeons, send Belgemine to ee 
the Farplane: you'll be Object Qty. 
rewarded with the Moon Sigi! 1] 


If you feel like postponing the 
sending of Belgemine, you'll 
have to take on and defeat her 


Magus Sisters once again. | Remiem Temple ( ) 


REMIEM — FAYTH | BELGEMINE'S AEONS 
Name HP iz Add 
You can gain access to the temple's Fayth chamber with the help vr Ting Gr ra 
of two key items: Belgemine's Flower Sceptre and the Blossom Wit 28000 %-Potion „30 Mana Sphere zó 
Crown from the Monster | lun 30000 (Chocobo Feather x10 Power Sphere 18 
Arena. In the Fayth chamber, | ed ad ebesnhiae Sr Genk Ck ) 
Yuna will find the Magus jet ind en de d 
Sisters trio of aeons. Go back | _ ren mia Soie 10 " men 
riana 5 À g x ana Sphere xl0 
inside immediately (Fig. 4): the | cady 48000 3 5 
three Fayths will present you Sandy 35000 5 5 
with a Defence Sphere. Mdy 20000 Shining Gem 40 Power Sphere zi2 
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Object Qty 


| 
Friend Sphere 3 
Magic Sphere 3 
Teleport Sphere 1 
Special treasure chests_ 2-4 


Omega Ruins 


MONSTER OR 
Í j TREASURE CHEST? 


N/A 
se the Airship's Search function (see page 
MONSTERS 199) to access these hidden locations, home 
£ ER AL to some rather unconventional monsters. During battle, you'l 


Floating Death 6100 _ 7100 Musk x4 / x5 Î 


occasionally find yourself facing a treasure chest (Fig. 1), 
1 which you can open using Steal (not Mug!). You may receive 


ks 
AP _ Steal 


Í 
m an item such as M otions or Turbo Ethers. On the other 
pakbon HOOD SLO Hen [SM Gen hand, the treasure chest may prove to be something of a 
Taurus 1850 _ 5000 Perrijy Grenade 2 / 23 | ___Trojan horse, concealing a monster known as Mimic. If you 
Í en et oe een 5 gn en. |__ defeat this fend, you!l be 
has ma pelo Foton 23 J Staden Gem rewarded with 50,000 Gil. If 
aster Coeurl 13000__6500_Farplane Shadow x2 / xd one of your heroes has a 
Machea, 18000 _ 8300 Hi-Potion x2 / Stamina Tablet |__ weapon with the Gillonaire 
| Prroberos 20000 3200 Fire Gem 23 / xd ability, you can look forward 
| Wraith 2222 3100 Farplane Shadow / Farplane Wind | to receiving 100,000 Gil! This 
Gemini 36000 _ 7800 Light Curtain xl / x2 is the ideal way of boosting 
Í Mimic 40000-60000 - your savings. 
| Defender Z 42300 _ 6000 Lunar Curtain x2 Î 
Demonolith 45000 11000 Perily Grenade x2 | 
Master Tonberry _48000 20000 Mana Spring / Tetra Elemental | SPECIAL 
|_Adamantoise 54400 12500 Healing Water / Stamina Tablet | 5 LG STS 
| Varuna 56000 19500 Farplane Wind / Shining Gem | TREASURE CHESTS 
{_ Great Malboro 64000 21000 Remedy / Mana Tablet | à fl 
| - via Wespen 99999 40000 Door to Tomorrow x10 / 120 Í You'll find collections of between two and four treasure chests 


in four locations (Fig. 2). Each chest contains either an item or 


t- __a monster at random. Should you open a chest containing a 
monster, the other chests in the vicinity will disappear after the 
E ensuing battle. 


Defending Bracer | 
Turnover | 
| 


I 
The chests' contents do not depend on their location, but on 
the number you have opened 
Abele Sphered s0 far. The first chest always 
5 Defending Amket | contains av 4 5. 
6 FrendSpherex? {Bear in mind that if you pay a 
7 Lv. 4 Key Sphere Í visit to the Save Sphere, then 
8 | 


| Phantom Ring the counter will be reset to 1. 
|_ 9 _ Gaur Wrard 
| 10 Warmonger 


II Teleport Sphere xl 
[_ 12 Warp Sphere 199 
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THE GLYPH FIELD 


The path leading to the Teleport Sphere shown on the map has been destroyed, and the Glyph field on 
the wall opposite the turning is inactive. You must first examine the Glyph in the North-West of this 
area (Fig. 3) before returning to this point. The Glyph will then generate a bridge leading to the chest. 


A large Glyph on the ground in the North-East will transport you a few metres up into a passage, at 
the end of which Ultima Weapon is lying in wait. Protect yourself immediately from Confusion, 
Petrification and Silence. Unless you already have 99 Doors to Tomorrow, take this opportunity to 
steal ten or twenty of them. You can do this several times. You may also want to take advantage of 
this opportunity to bribe your way to 99 Pendulums. 


OMEGA WEAPON 


Once you've defeated Ultima Weapon (Fig. 4), you can use the teleporter to access the second 
section of the Omega Ruins. You'll find a fiend waiting on each of the round platforms. Omega 
Weapon has taken up residence next to the chest containing the Magic Sphere (Fig. 5). After the 
battle, you'll automatically be transported to the Save Sphere at the entrance. If you want to obtain 
the Magic Sphere, you'll have to retrace your steps again. As usual, you can expect to be drawn 
into random fights. 


oa 


Although Omega Weapon's HP figure is extremely impressive, his fighting skills are not much to 
write home about. He will try to disrupt you by casting Confuse. Steal 30 Gambler's Spirits from 
him and, whatever you do, make sure Kimahri learns the Nova Overdrive, as this is the only 

opportunity in the game for him to do so. After his defeat, Omega Weapon will drop Lv. 4 Key [%) 
Spheres and may even drop armour with the Break HP Limit ability. 


GELBSTIAL WEAPONS 


ach character has his or her own Celestial Weapon, but you. 
can only obtain these weapons if you have the Celestial 
Mirror. 


To start off with, the sole advantage offered by these weapons is that they 
can penetrate any armour. Unfortunately, each Celestial Weapon also has the 
No AP ability; you'll need a specific crest and a sigil to overcome this 
disadvantage. If you only use one of these two keys (Fig. 1) you'll simply 
activate a Double Overdrive ability without getting rid of No AP Once you have 
fully activated the weapon, you do not have to equip it for it to affect an aeon's ability; 
more than 9,999 HP in damage. By using crest and sigil together with the Celestial 
Mirror, the weapon will reach its full potential (Fig. 2). 


You can also use Customise to combine weapons with the same abilities as 
the Celestial Weapon. However, such weapons won't have the same name 
and will have no effect on aeons. 


You should also take note of another feature of the Celestial Weapons during battle: 
if Tidus, Kimahri, Wakka or Rikku lose HP. their respective weapon's effectiveness will 
decrease. For example, if a character has only 1 HP left, a hit will have just 1/10 of its 
normal effect. Similarly, Yuna and Lulu's weapons become increasingly less effective 

the more MP they 
lose. However, the 
more HP Auron,loses, 
the stronger his weapon 
becomes. In fact, if he's 
about to breathe his last, 
then the weapon will be 
twice as powerful as usual. 


THE GELESTIAL MIRROR 


You must first win the Cloudy Mirror in the Chocobo race beneath 
the Remiem Temple (see Mini-games, page 199). In Macalania 
Woods, you can then convert the Cloudy Mirror into the Celestial 
Mirror, Go to the South section of the woods (see the map on 
page 97), where you will find a mother and her child. She is 
waiting for her husband (Fig. 3) who is loitering around the 
Campsite (Fig, 4). If you talk to him, he'll rush to his wife's side. 


TIDUS: GALADBOLG 


Location: Calm Lands — North 

Abilities: Break Damage Limit, Triple Overdrive, Evade & Counter, 
Magic Counter 

Effect on aeons: none 


In the North-West of the Calm Lands (slightly to the North-East of 
the spot where you found Primer XXIII), you'll find a guard blocking 
access to a downward slope (Fig. 7), He will leave his post each 
time you win a Catcher Chocobo race (see page 198). You can then 
examine the Glyph at the bottom of the slope. If you have the 
Celestial Mirror with you (Fig. 8), you will receive Caladbolg. 


YUNA: NIRVANA 


Location: Calm Lands — Arena 

Abilities: Break Damage Limit, Triple Overdrive, Double AP. One 
MP Cost 

Effect on aeons: Break Damage Limit for Valefor 


Use a Capture weapon to catch one of each of the fiends roaming 
the Calm Lands. The chest containing Nirvana will appear after 
you talk to the arena owner (Fig. 9). 


Moon Crest: Besaid Island — Beach 
Condition: none (see page 53 of the Walkthrough) 


AURON: MASAMUNE 


Location: Calm Lands — Gorge Bottom 

Abilities: Break Damage Limit, Triple Overdrive, First Strike, 
Counter-Attack 

Effect on aeons: Break Damage Limit for Yojimbo 


Bring the Rusty Sword found on the Gorge Bottom (see page 118 
of the Walkthrough) to the statue of Lord Mi'ihen on the 
Mushroom Rock Road, to the North-East of the turning leading to 
the Valley (Fig. 11). A Glyph will appear if you examine the statue. 
If you now examine this Glyph with the Celestial Mirror, Auron will 
receive his Celestial Weapon (Fig. 12). 


Mars Crest: Mi'ihen Highroad — Oldroad, South 
Conditions: none (see page 77 of the Walkthrough) 


Follow him, and keep talking to the couple until it transpires that 
their child has wandered off. You'll find the little runaway on the 
erystal path above Macalania Woods — Central (Fig. 5).Talk to the 
boy and examine the large crystal: the Mirror will now undergo a 
metamorphosis (Fig. 6). The power of each Celestial Weapon will 
be released if you examine this crystal while holding the weapon 
and the associated crest and sigi. 


Sun Crest: Zanarkand Dome — The Beyond 
Go down the stairs in the North. You will reach another room, 
containing a chest with the Sun Crest (See Walkthrough, page 126). 


Sun Sigil: Calm Lands 
Complete the Catcher Chocobo race in the Calm Lands in a total 
time of under zero seconds (see page 198). 


Moon Sigil: Remiem Temple 
You must have all eight aeons, and you must also defeat all of 
Belgemine's aeons and send Belgemine to the Farplane (Fig. 10). 
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Mars Sigil: Calm Lands - Arena 

Capture enough monsters to generate a total of ten creatures 
during the Area Conquest and/or Species Conquest in the Monster 
Arena. Take a look at the Monster Arena section on page 203 to 
see which conditions must be met. 
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WAKKA: WORLD GHAMPION 


Location: Luca — Cafe 

Abilities: Break Damage Limit, Triple Overdrive, Double AP Evade & 
Counter 

Effect on aeons: Break Damage Limit for Ifrit 


Talk to the person behind the counter. As well as the Celestial Mirror, 
blitzball success is vital if you want to obtain the weapon. You must 
have gained at least third place in the League or a Tournament, or 
have recorded a total of over 100 victories (Fig. 13). 


Jupiter Crest: Luca Stadium — Locker Room 
Fly to Luca and open one of the lockers in the Locker Room (Fig. 14) 


Jupiter Sigil: Blitzball League 

If Wakka has learnt the Attack Reels, Status Reels and Aurochs Reels 
Overdrive techniques, the Sigil will be offered as first prize in the 
blitzball League. This means that you must meet the following 
conditions step by step: 

1. The Attack Reels are sometimes offered as prizes for a Tournament 
victory - so win the Tournament. 

2. Once you have the Attack Reels, you'll have to fight 250 battles, 
and these are battles against fiends rather than mere blitzball games! 


KIMAHRI: SPIRIT LANGE 


Location: Thunder Plains — South 

Abilities: Break Damage Limit, Triple Overdrive, Double AP. Evade & 
Counter 

Effect on aeons: Break Damage Limit for ion 


First, press ® next to the three glowing Qactuar stones in the 
Thunder Plains (see pages 96-97 of the Walkthrough). Your task is 
then to find the ghost of a Qactuar hovering in the far South of the 
Thunder Plains — South, near the Save Sphere. Follow the ghost 
until it reaches its destination, a small ruined tower on the eastern 
edge of this area (Fig. 15). Once there, press @ again: a treasure 
chest containing the Spirit Lance will appear (Fig. 16). 


LULU: ONION KNIGHT 


Location: Ruins — Underwater Hall (Baaj Temple) 

Abilities: Break Damage Limit, Triple Overdrive, Magic Booster, 
One MP Cost 

Effect on aeons: Break Damage Limit for Shiva 


After defeating Geosgaeno, dive between the pillars in the South 
(Fig. 17), pressing ® in order to find the hidden chest containing 
the Onion Knight (Fig. 18). 


Venus Crest: Guadosalam — The Farplane 
Fly back to Guadosalam and pay another visit to the Farplane, 
where you will find a treasure chest. 


RIKKU: GODHAND 


Location: Mushroom Rock — Valley 

Abilities: Break Damage Limit, Triple Overdrive, Double AP, 
Gillionaire 

Effect on aeons: none 


On board the Airship, enter the password GODHAND and head for 
your new destination, Mushroom Rock, where you will find a 
treasure chest containing the weapon (Fig. 19). 


Mercury Crest: Sanubia Desert — West 
Conditions: none (see page 105 of the Walkthrough). 
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The Status Reels will then be offered as a reward for gaining first 
place in the next League season. This means that you must first 
complete a League and then finish the subsequent League in first 


e. 
3. Once you have the Status Reels, you'll have to fight a further 450 
battles against fiends, after which the Aurochs Reels will be offered as 
a reward for gaining first place in a Tournament. 
4. Once you have the Aurochs Reels, there is a 50% chance that the 
Jupiter Sigil will be offered as a reward for gaining first place in the 
next League season. That means that you must play in the current 
League until the last play date. Then you should save your game, 
proceed beyond the final play date and take a look to see whether the 
next season's victors will be offered the Sigil. If not, reload your saved 
game and try again. 


Saturn Crest: Gagazet — Prominence 
Conditions: none (see page 121 of the Walkthrough). 


Saturn Sigil: Macalania Woods 
Once you have access to the Airship, master the Butterfly Hunt in 
both the North and Central areas (see "Mini-games" on page 197). 


Venus Sigil: Thunder Plains 
Press ® at the right moment in order to avoid 200 lightning 

strikes in a row. Then open the chest in front of the Travel Agency 
(see Mini-games on page 197). 


Mercury Sigil: Sanubia Desert — West 
Fly back to Bikanel and complete the mini-game “The Valley of the 
Cactuars" (see page 198) (rig. 20). 
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SEGRET AEONS 


YOJIMBO 


ou'll find the aeon Yojimbo in the Cavern of the 

Stolen Fayth (Fig. 1) (see page 210). The 

negotiations after the first battle will have an 

effect on his subsequent behaviour: If your 
response is “to defeat the most powerful of enemies”, then the 
likelinood of Zanmato being used against more powerful 
opponents (Zanmato Lv. >1) will be increased. If you reply 
that you would like to be trained as a Summoner, the amount 
of Gil paid will have an effect on Yojimbo's motivation — the 
more Gil, the better. His motivation will fall unless you hand 
over more than half of your total assets. 


If you use Summon to call Yojimbo onto the battlefield, he will 
not act unless you pay him Gil. He rarely attacks 
spontaneously. His behaviour depends on five factors: 

«The amount of Gil you pay him. 

«The amount of Gil you have in total. 

«The “relationship value” between yourself and Yojimbo (see 
below). 

«Your opponent's Zanmato level. 

«Yojimbo's motivation. 


The relationship value will increase if Yojimbo uses Kozuka, 
Wakizashi or Zanmato, but will drop if Yojimbo: 

„uses his dog Daigoro; 

vis immediately withdrawn as a result of dismiss; or 

«is put out of action. 

The relationship value will drop substantially if you pay zero 
Gil. As far as the amount of Gil paid is concerned, there is one 
golden rule: the more the better! However, there ceases to be 
any difference once the amount exceeds 536,870,912 Gil. You 
must always pay at least 1 Gil in order to preserve Yojimbo's 
motivation. Incidentally, Yojimbo's motivation increases if the 
Overdrive Gauge is full. If you want to work on building up a 
good relationship value, you should save your game before 
sending Yojimbo into battle. As soon as he uses Daigoro, you 
would be well-advised to 
reload your last saved game. 
Take a look at the following 
diagram to see the decision- 
making processes behind 
Yojimbo's actions: 


|__lt is Yojimbo's turn, The “relationship value” is used to 
calculate whether he will attack spontaneously without 
payment. 


How high is y your opp opponent's 
Tanmato level? 


At least | 


rk re, 


| Any attack, depending on the Any attack except Zanmato, 


relationship vale 


depending on the relationship value | 


| 


En 
|_|_The probability of Zanmato being 


Yojimbo retreats | used is determined using the five 
| factors mentioned above 
an L- d 


Yojimbo uses Zanmato; your 
opponent is eliminated 


| The five factors are used to | 
determine which other attack can be 
| executed | 


ANIMA 


You'll find Anima in Baaj Temple, one of the Airship's hidden 
destinations. In order to break the seal of the Fayth chamber, 
you'll need the bonus items from the six temples of Spira. As 
described in the Walkthrough, you now have a chance to again 
complete the Cloyster of Trials at Besaid, Kilika, Djose and 
Macalania; however, you cannot return to Bevelle. You'll 
receive the sixth item if you use the Airship to pay a second 
visit to the Dome in 
Zanarkand. 


At the Zanarkand Trials, take 
a look at the wall at the top of 
the screen. You'll see six 
white squares. Activate the 
three white fields in the small 
room (Fig. 2), as well as the 


THE MAGUS SISTERS 


You'll find this trio in Remiem Temple. The Sisters’ (Fig. 7) battle 
behaviour is based on some rather complicated rules, so take 
note of the following guidelines: 


1. You cannot plan the three Sisters’ actions 100%. 

2. Their behaviour is affected by motivation, status effects and 
the preceding action. 

3. Depending on the action, both their motivation and their 
Overdrive gauges may change. 

4. In contrast to Yojimbo, their motivation only changes for the 
current battle. Following the battle, it is reset to the starting figure. 


four white fields in the great hall (Fig. 3). The niche in the 
North wall of the small room will then open. Remove the 
Destruction Sphere from the niche and insert it into the recess 
to the right of the Monitor in the hall. A chest will appear 
containing a Magistral Rod: this is the bonus item you've been 
looking for. 


Now fly to Baaj Temple, dive down into the temple (Fig. 4) and 
enter the Antechamber. You'll see three statues on each side, 
next to which, in the corners, you'll find treasure chests (Fig. 
5) containing a Megalixir and four Mega-Phoenixes. Approach 
all the statues. If you've found all six items, the seal in the 
background will vanish, revealing the chamber of the Fayth 
where you will receive the mighty aeon Anima (Fig. 6). In 
contrast to Yojimbo and the Magus Sisters, this aeon reacts to 
normal commands during battle. 


os 


5. The strength of the Delta Attack Overdrives (Fig. 8) is affected 
by Cindy's Strength level. Since this attack does not break 
through your opponent's defence, you should try to use Armour 
Break to penetrate a monster's defences before sending the 
Magus Sisters into battle. 


07 os 


8 


The information in the 
following table relates to 
all Dark Aeons. 


0 To N 0 
Equipment Wie 
Enemy Skils 


‘ VALEFOR 
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Besaid Village, village entrance 

Dark Valefor is the weakest dark aeon and is unexpectedly 
called by a Summoner at the entrance to Besaid Village. One 
or two of your characters should now have Break HP Limit, 
Auto-Haste and (if possible) Auto-Phoenix. Break Damage 
Limit is strongly recommended. In order to assign Break HP 
Limit to a piece of armour, win 30 Wings to Discovery during 
the Chocobo race beneath Remiem Temple and customise a 
suitable piece of equipment. Make sure that all your 
characters’ attributes are well into three digits. 


255156 Wy oe 3-4 Wier hadel 
Normal Dark Matter xl here 


0 Ban 0 Aeg 20 


DARK AEONS 


he dark aeons will appear once you have 
completed all the tasks relevant to the story. It 
only makes sense to battle them if you have 
worked hard on your characters’ 


development. The first two dark aeons are a 


lot easier to handle than the subsequent ones. 


Check the potential abilities of any equipment which you 
receive following a victory. Break HP Limit may be of interest, 
‚but you might also find Ribbon useful: it provides protection 
against all status effects even in cases where abilities such as 
Stoneproof and Deathproof prove useless. If you use 
Customise, you will need 99 of the rare Dark Matters to 
generate this ability. Therefore, you may find it worth your 
While to train your party to the point where you can easily 
defeat Dark Valefor and Dark Ifrit. Only save your victory if 
you receive armour with four ability slots, one of which 
contains a Ribbon. 


PB 
Par 0 
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Steal (are 


Bribe SG - Dems) - Ehr el 


Magic Def 220 


| Armour Abitities FTT 


Dark Valefor is in the habit of using Energy Ray as his attack of 
choice, inflicting massive damage on your three heroes. Make 
sure you cast Auto-Life and Shell in time. You should try to 
intercept your opponent's Overdrive by sending an aeon into 
battle beforehand. Incidentally, this tactic is also useful against 
the other dark aeons 


DARK IFRIT 
Een Hee 
| en TE 


14 
Steal Nard ES El 


Magie 
Evasan 
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Sanubia Desert — West 

Even from a distance, you'll spot the woman in the far North of 
the desert, beside the former passage to the Home of the Al 
Bhed. Talk to her and agree to look for her child. The battle will 
only start if, after a brief sequence, you pay another visit to the 
ravine in the North. 


Dark Ifrit will counter all attacks, and his own attacks will inflict 
massive damage, as well as having a Delay effect. His 


Thunder Plains — North, near the Save Sphere 

This aeon uses immensely powerful Lightning-type attacks, but 
you will not be able to counter them by using the corresponding 
abilities, Dark Ixion will counter each attack with an attack of his 
own, adding the Sleep status effect. Although you can use 
Dispel to lift Dark Ixion's Full Break effect, you'll find that only 
Ribbon offers adequate protection. After apparently defeating 
Dark Ixion, you'll find yourself engaged in battie with him again 
almost immediately. Luckily, there's a Save Sphere nearby. 


Location: Macalania Temple, entrance 

Dark Shiva is ineredibly quick, so you'll need a very high 
Agility figure. Her attacks dispel all positive status effects, as 
well as casting Berserk and Confusion. Her Heavenly Strike 
has the Death effect, which even penetrates your Ribbon's 
protection. Her Overdrive will inflict massive amounts of 
damage on your three characters. If you manage to win this 
battle, numerous Guado Guardians will spill out of the temple. 
Leave Macalania — Road for a short while and then return. 
You'll find that you can now enter the temple and pick up a few 


Fire Eater, Break HP Limit, Aben 


EEN itingerie, rek Damage linie 


Location Samira Desert 
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Overdrive is non-elemental and cannot be countered by using 
Fire protection. As always, shield yourself by sacrificing an 
aeon. It would help if Tidus and Wakka happen to have Break 
Damage Limit at their disposal, and they should also have 
mastered the Blitz Ace and Attack Reels Overdrive techniques. 


DARK IXION [Location TRERE 
VEN ne Dem Wen Mage E Ku 185 
Agy [CR 3 Evasion 0 hera 250 MV ul mn voy 
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During the second battle you'll find that Dark Ixion has lost his 
ability to counter. Although his attacks now cast Confuse and 
Break status effects, you should be able to put up with that. 
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items from the Fayth beyond the Antechamber. Unfortunately, 
on the way back you'll have to rebuild the bridge again 
(remember the Trials?) 


SECRETS 


DARK BAHAMUT Location DR 


(EEE EE Bement B L 
Agily EC 102 Evasion 0 Keewracy 250 || - KE 

Steal Nermal Twa Stars xl aaf 30000 (40000) 4000000 (99999) 

B Auto-Protect, Break HP. Limit, Ribbon 

KETTEN One He Con, Double A. Doule Overdie, Break Damage Limit 


Zanarkand Dome — The Beyond 


After Dark Shiva, you'll find that the difficulty level increases conventional "proof" armour offers no protection. Casting Auto- 
again significantly. Before facing Dark Bahamut, it might be a Haste (which should always be one of your standard tactics) 
good idea to do battle with Dark Yojimbo. Use the Monster can prevent Slow. Dark Bahamut will also use the Impulse 
Arena to increase your chosen characters! attributes: try to attack and Mega Flare Overdrive, one after the other. The result 
power some of them up to the maximum figure (255). However is that, by casting Auto-Life after Dark Bahamut's Impulse, you 
high your Accuracy figures, some hits will miss their mark. can look forward to being scorched by Mega Flare! 


Luckily, Aim will reduce the number of misses. 


Once Dark Bahamut's Overdrive gauge has increased for the 
fifth time, the dark aeon will unleash Impulse, which will cast 
Petrification, Slow, Full Break and Delay. You'll find that 


DARK YOJIMBO Location TER EN 
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Cavern of the Stolen Fayth — near Save Sphere 
Dark Yojimbo's initial attack is always an Ambush. At least one from now on you don't have to worry about being Ambushed. 


Nommal Stamina Tonic xl 8000 (10000) La 1600000 (99999) 
E Corseproof, Break HP Lomi, ben 
OE Counter-Artach, Magic Counter, Overdrive > AP, Break Damage Umit 


of your characters should be equipped with a weapon with You can even save your game in the interim. However, if you 
First Strike to ensure that you still get the first turn. Otherwise, load a saved game the battle will start again with the first 
you may be unlucky enough to run straight into a Wakizashi encounter. This means that you can keep defeating Dark 
attack, inflicting 3 x 99,999 HP of damage. You'll find that Yojimbo until you have obtained all the equipment you need. 
Daigoro is able to cast Petrification despite Stoneproof: only This episode will only reach its conclusion once you have 
Ribbon will offer protection against this Status effect, As well recorded five victories in a row. 


as significant damage, Kozuka inflicts Slow and Full Break. The 
Zanmato Overdrive has the same effect as Wakizashi and also 

dispels any protection. You'll have no choice but to sacrifice an 
aeon for the greater good! 


After your initial triumph, Dark Yojimbo’s summoner will retreat 
towards the exit. Follow him in order to start the next battle; 
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E eachproof, Break HP Limit, Ribon 
Deathurike, One HP Cost Tile A, Break Damage Umit 


Gagazet — Mountain Gate 
First, you'll have to complete the first trial in the Mountain Cave power your characters! attributes up to the maximum. You'll 
(target throwing with Wakka) again, and this time the still have to use Aim to score a hit, and of course you'll have 
conditions are considerably tougher! Only then will Dark Anima to sacrifice your aeons. 

appear at the entrance to Mt, Gagazet. Her attacks will cause 
Poison, Stone, Zombie and Curse. Pain will cause instant 
Death, and Mega-Graviton will engender various effects plus 
damage inflicted on all attackers amounting to 7/16 of their 
maximum HP. In order to have any chance, you'll have to 


DARK GINDY 
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DARK SANDY 


Location _Mulroom Bock Road 
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Weapon Abili 
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Mushroom Rock, 

to the South of the turning leading to the Valley 

Try to defeat one sister after the other. Start with Dark Mindy, since 
she will unleash Passado (— instant Death). Luckily, she also has 
the lowest HP level. Once again, you'l find that Attack Reels and 
Blitz Ace come in handy. Dark Sandy's Razzia attack will dispel 
Auto-Life and reduce your Defence figure to zero. Dark Cindy's 
normal attack will lift any protection you enjoy, while her Camisade 
attack will reduce your Defence figure to zero. If only one of the 
sisters’ Overdrive gauges is full she will be unable to unleash a 


Delta Attack, and instead will take a leaf out of Dark Anima's book 
and use Mega-Graviton. 


It would help if your Luck levels were over 120, and your 
characters should also have over 30,000 HP at their disposal. If 
you have a “good relationship” with Yojimbo, as well as a healthy 
bank balance, you can hope that hel unleash Zanmato. But of 
course, that wouldn't be very sporting.… 


PENANCGE 
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Airship 

Once you've disposed of all the dark aeons, the ultimate 
opponent will appear: Penance. You can simply select this 
creature as the Airship's next flight destination. Unless you feel 
like relying on Yojimbo, this battle will be very protracted. You'll 
need Luck levels of over 120 and HP levels of over 40,000. 
Your other attributes should be at the maximum of 255. 


tis vital to deal with Penance's arms to prevent him from using 
Judgement Day. Once you've disposed of the arms, you'll have 
a brief moment in which to deal with the torso. You'll find 
Overdrives such as Rikku's Hyper Mighty G, Wakka's Attack 


Reels and Tidus's Blitz Ace useful when dealing with the arms. 
If you have a bit of breathing space, use Healing Water to 
restore all your heroes’ HP, Quick Hit to attack the creature's 
torso and Twin Stars or Three Stars to minimise MP 
consumption. 


Lots of AP in a single blow battle by fleeing, you'll receive massive amounts of AP. equivalent 
ou'll need the Overdrive > AP ability. Set two of to the damage points suffered! 
your characters’ Overdrive Modes to Comrade, 
and set one to Stoic. Fight Don Tonberry in the Multiply AP with abilities 
Monster Arena. Have the Stoic character attack You can achieve this by using the Overdrive > AP. Double or 
| your opponent (this unfortunate character will then be eliminated Triple Overdrive abilities, as well as Double or Triple AP. Take a 
by the Karma counter-attack). Have your other two heroes revive look at the table below to see which items you need to achieve 
their fallen comrade. Repeat the process. Even if you end the this result and where you can find them. 


| J OVERDRIVE > AP: DOOR TO TOMORROW x10 


Special “99 Meet the conditions for Catastrophe in the Monster Arena, 

Steal / After battle x10 / 20 | Ultima Weapon (Boss fight) Omega Dungeon 
xl Bomb King Monster Arena 

Bribe xl Mech Scouter: >13,750 Gil (Calm Lands) 
el Mech Leader: >18,500 Gil (Mt Gagazet) 


TRIPLE AP: WINGS TO DISCOVERY X50 


L 
Special 0 | Win the Chocobo race beneath Remiem Temple with three open treasure. chests. 
| 


After battle xt | stam Monster Arena, 
Bribe 4 | aboro: =135000 il Galm Lands, Sunken Ce 


x8 | Great Mabore: >320000 Gi Inside Sin, Omega Dungeon 
TRIPLE OVERDRIVE: WINNING FORMULA X80 


Special „09 | Capture one of each monster for the Monster Arena. 

Alter battle | lima ser Honster Arena, 
Bribe xl5 | sand Worm: >225,000 Gi Bikael 
DOUBLE AP: MEGALIXIR X20 


li 
Special 30 Meet the conditions for Shinryu in the Monster Arena. 

xl Win the Chocobo race beneath Remiem Temple with two open treasure chests. 
| 
x Evade 150 lighting strikes in a row in the Thunder Plains. 


Master one of the Butterfly Hunts before gaining possession of the Airship. 


‘ 
. 
b 


xl___|_Obtain six or seven Gatekeeper Spheres in the Valley of the Cactuars. 
Bribe xl Kiphos: >13,500 Gil Macalania 
0 Varuna: >260,000 Gil Omega Dungeon 


sl 8 4 ed zl sl 


! EE 
DOUBLE OVERDRIVE: UNDERDOG'S SECRET X80 


Special 9 Collect all 26 Al Bhed Primers and talk to Rin aboard the Airship. 
After battle xl Th'uban Monster Arena 
Bribe x15 Chimera B: >45,000 Gil Al Bhed Home, Airship 


| mna 


Earning Gil 

Your greatest Gil earning potential is in the Omega Ruins, after 

defeating the Mimics (Fig. 1). In fact, you'll earn 100,000 Gil if 
you happen to have a weapon 
with the Gillionaire ability 
equipped. In addition, the most 
powerful monsters will drop 
very valuable equipment, so you 
can earn more Gil by simply 
selling your spoils after victory. 


o1 
Enemy ‚ Minimum Amount finimum Amount | 

Achelous Defender Ice Flan 50 $ Mortiorchis 0 pf Skoll 50 
Adamantoise 50 $ Defender X 900} Iguion 250 f Murussu 100 f Snow Flan 100 
Aerouge 250 f Defender 1 600 Ff Imp 50 f Mushussu 100 _F Snow Wolf 1850 
Ahriman 100 f_Demonolich 50 f Ipiria 250 f Nebiros 200 f Spectral Keeper 300 
Alcyone 300 f Dingo 50 f Iron Giant 50 } Nidhogg 200 f Spirit 50 
Anacondaur 500 $ Dinonix 50 f Killer Bee 50 f Ochu 50 F Splasher 100 
Anima 150 {Dual Horn (A) 200 | Kusariggu 50 | Octopus 400 | Splasher 150 
Aqua Flan 400 f Dual Horn (B) 450 Ff Lamashtu 800 } Ogre 1500 f Thorn 50 
Bandersnatch 600 f Epaaj 100 f_Land Worm 150 f Omega Weapon 150 f Thunder Flan 200 
Barbaros 400 | Evi Eye 1100 | lamae 500 | Phlegyas 300 | Tonbemy 1000 
Bashura 50} Evrae 250 f Left Fin 150 f Puroboros 500 # Ultima Weapon 300 
Basilisk 700 f Evrae Altana 1000 f Lord Ochu 400 f Qactaur 50 F Valaha 650 
Behemoth 250 f Exoray 100 _$ Machea 200 f Ragora 50 Ff Varuna 50 
Behemoth King 500 f Fallen Monk 200 f Maelspike 100 f Raldo 50 f Vouivre 100 
Biran Ronso 50 f Flame Flan 350 f Mafdet 0} Raptor 50 f Warnor Monk 50 
Bite Bug 400 | Floating Death 50 | Magic Um 600 | Red Element 200 | Wasp 50 
Black Element 50 f Floating Eye 50 } Malboro 450 f Remora 500 f Water Flan 700 
Blue Element 50 | Fungur 50 | Mandragora 850 | Richt Fin oo} Wendigo 50 
Bomb (A) 200 f Gandarewa 50 | Master Coeurl 300 f Sahagin 1650 f White Element 250 
Bomb (B) 50 | Garm 50 } Master Tomberry 250 f Sanctuary Keeper 150 _f Wraith 100 
Buer 100 f Garuda 400 } Maze Larvae 400 f Sand Wolf 400 FE Kiphos 500 
Bunyip 500 f Gemini 500 f Mech Defender 150 f Sand Worm 150 _F YAR9T 500 
Cactuar 100 f Geosgaeno 350 f Mech Guard 400 } Sandragora 600 f YAT-99 50 
Gre Iguion 350 f Ghost 50 f Mech Gunner 400 f Seymour Flux 2200 f Yellow Element 250 
Chimera (A) 300 f Gold Element 200 f Mech Hunter 150 f Seymour Natus 1950} Yenke Ronso 500 
Chimera (B) 400 f Grat 150 f Mech Leader 100 f Seymour Omnis 800 YEN 500 
Chimera Brain 400 f Great Malboro 200 f Mech Scouter (Burning) 150 f Seymour 150 Ff NKE63 200 
Coeurl 500 f Grenade 300 f Mech Scouter 50 | Shred 50 f Yowie 2100 
Condor 2000 f Grendel 50 _f Melusine 50 | Simurgh 500 $ Yunalesca 250 
Crawler 200 f Guado Guardian (A) 100 f Mi'ihen Fang 0 f Sin (Core) 600 f Zaurus 400 
Dark Element 400 f Guado Guardian (B) 200 f Mimie 0 f Sin (Head) 500 $ Zu (A) 500 
Dark Flan 50 f Halma 100 f Mortibody Zu (B) to00 


* Nab Gil and Pilfer Gi wil not work against monsters not shown in the above table 


Spheres for the Sphere Grid 

To start off with, you'll receive more Power, Mana and Speed 
Spheres than you can use on the Sphere Grid. However, remember 
that any surplus above 99 will disappear. Make sure to use spare 
spheres to strengthen your aeons. Don't worry if you suddenly find 
yourself in desperate need of spheres: after an Overkill, Kottos will 
drop 40 items (see page 203). During battle, use the Extract ability 
or a Distiller, which allows you to obtain 40 Spheres of your choice 
at one fell swoop. 


Maximising attributes 

Once a character has gone around the entire Sphere Grid, s/he will 
have around 20,000 HP. while his or her Attribute levels will be 
between 150 and 170. Now only HP Spheres, Magic Def Spheres, 
Fortune Spheres and the like will be of any use. You'll find some of 
these during the course of the game. Afterwards, you can only 
obtain them by defeating arena creations. Fill up all the free Nodes 
on the Grid with such spheres. 


If you are still not satisfied, you'll have to buy Clear Spheres from 
the arena owner and clear weak Nodes. Although this also deletes 
the relevant effect, you can assign the empty Node to a sphere of 
your choice. Example: you clear a Node with Agility+1. The Agility 


FINAL FANTAS Tel 


Nab Gil & Pilfer Gil 
These abilities allow you to steal Gil from an opponent during 


battle. Nab Gil has the additional benefit of injuring your opponent. 


These abilities are only 100% successful the first time that you 
use them. Thereafter, both the chances of success and the 
amount of Gil you can steal will start to decrease. 

The amount of Gil depends on the monster. The following table 
shows the minimum amount you can steal at your first attempt. 


50 { Sinspawn Geneaux 200 


of all characters who have activated this Node will drop by 1. Now 
place an Agility Sphere on the Node, resulting in a Node with 
Agility+4. If you use a Speed Sphere to activate this Node, your 
characters will have profited by +3, 


PS: Selecting partners for Tidus 

Your behaviour during the game affects the relationship between 
Tidus and your other characters. For example, the character with 
whom Tidus chats following the defeat of Crawler en-route to the 
Macalania temple is not pre-determined (Fig. 2). By the same 
token, the character who throws him the Blitzball when he executes 
his Blitz Ace Overdrive is not pre-determined. The relationship is 
determined by a number of factors. Whom do you have Tidus talk 
to first if individual characters are dotted around a particular 
location? Does Tidus use Potions or abilities such as Guard on a 
particular character? Of course, you can also significantly impair a 
relationship if you use a Petrify 
Grenade during battle and then 
shatter your partner! Incidentally, 
this "relationship figure” does not 
affect any of the key scenes with 
Yuna, nor can it change the 
storyline. 


Id 
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YY 0 need to waste precious playing time: this comprehensnennden 


piece of information you require — fast! Et 


Armour, items, monsters and weapons are listed in their er as/ 
Armour and weapons are listed in the tems chapter and’are sortedhy character 
137-143). The various itefns are sorted by their function (see pages 146-147); 


listed in alphabetical order in-the Monsters chapter starting on page 148. 


Y ha 
: & _Abllties (command) 16, 17, | Kika, Trials 69-71 
Aoilies(eauipment) HAAS 1, Lake Macer 99-101, 104-105 
Ability (menu) 8 Lightning strikes 96-97, 197 
ai Actions vor Locations (hidden) 199-200 f 
ar « Aeons 18-19 Luca 72-16 
\ Aeons (dar) 216221 1 Macalnia Temple 101-104 À 
Aeons (developing) 19 Macalania Woods 97-105, 117-118 4 
“ Aeors (hidden) 210;216-217 Macalania,Trals 103-104, 
Aeons (menu) 8 Menus 7-0 
Kiship 09-110; 129 198-201 Michen Highroad 70 > 
Airship (passwords) 200 Mini-games 197-199 v 
Al Bhed Home 107-108 Monster arena 120, 202-209 - 
Al Bhed Primers 147, 201 Monsters (alphabetical list) 148-185 
Armour (abiltes) 145 Monsters (specl) 203-209 
Armour (for all characters) 137-143 « _Moonflow 89-92 


‘Auto Ablities 144-145 Mount Gagazet 121-125 
Battle system 20-29 Mount Gagazet, Trials 125 
‚ Besaid Island 53-61 Mushroom Rock Road 81-84 
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